apvE ENTURE PROBE 


ae Volume I Issue 5 


mak COPYRIGHT minim 


CoPyright on anything which does not carry the writer’s name belongs 
to Adventure Probe. CoPyright on all other items lies with the writer 
as Adventure Probe does not Pay for contributions. 

Readers whose work is brinted ir the maGazine continue to hold 
coPyright or all material written by them, and are free to use it 
elsewhere ... it still belongs to them, 


DOS SIS A a tS lh a I i ea ha i WME WA 0 NE a I EO 
wm SUBSCRIPTIONS mim 


CoPies can be ordered month by month if you wish, or vou Can order uP 
to TWELVE months in advance. Prices are shown below:- 


United Kingdom veesesnececs £1.25 Per cory 
Gurobe CIncl. S. Ireland» ereeesescone £1.75 Per cory 
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Private advertisements in the In-Touch section of Probe are free to 
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Full Page - £5, Half Page - £3, Line ads 2k Per word. 
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AG/AS Single sided - SF Per sheet 
Ad-AS Double sided - 6F Per sheet 
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Add 16% for return Postage. Minimum order of 16 sheets 
Send details of your reduirements to Sandra Sharkey. Mertor Road, 
biigan, WN GAT. 
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ADVENTURE PROBE is distributed on the ist to Srd of each month. Cory 
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Please make all Payments in Founds Sterling. Cheques-F.U's should be 
crossed and made Payable to Adventure Frobe. 

EDITGRE ilandy Rodrisues, 24 Maes y Cwm, Liandudino, Gwynedd LLSe 1JE. 


FUBLISHER Sandra Sharkey, 7& Merton Road, Highfield. Wigan WANS GSAT. 
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Thanks to the foltowins readers for sending an contributions over Lhe 
Laet month. 
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John Barneless: f <6 Gerrard, Graham Wheeler. Maureen Lamb. 
Join Herbert. June F 1b lalbot. FYA,Adams, Alan Le. FrRitlirs, 
Sandra Sharkes. Faul Sawser. Jackie Holt. Alf Baldwin, 
Fabert shir ie Fete Simeson. barbara bibl and Jim  heerte. If 
aac has been forgotten in the Heli Oh Fame then Please forgive me. 
fhe chan4e of editor meant that toads ot minke and tire efo Mere 
pasceg trom sandra and the Caulratet.one tor Lis monty mas hawe 
Heche Sladhtey micid-ub an the Process. 


ho epecyal thanks te kvrhekei, for tre lowsiw Cower Picture. 
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ee EDITORIAL sie 


Welcome to the May edition of Probe and @ srPecial welcome to the new 
subscribers, it is tice to have you aboard. Over the past couPle of 
months I have been alternately shaking in my shoes and ther trembling 
with excitement over taking over as editor of Probe. My courage 
almost deserted me comPletely after reading the letter of Praise from 
Tony Bevan in the March issue! All thet Praise about the correct 
SsPelling and grammar - "Can I live uP to-all that?” 1 asked myself. 
Well at least I can Promise not to use "fab" and “brill” ane 
sincerely hore that I will not make you all wince too much along the 
Ways 


Now before 1 do anything else, I would like to ask you all to write 
to me and let me know what you think about Probe. I would like to get 
as much feedback as Possible to ensure that you Set Just what you 
wart out of Probe. After all it is YOUR magazine ~- I Just Put 
together all the lovely contributions intu magazine form, so hurry uF 
and Put Pen to Raper. It would be very nice if you could also 
enclose a contribution or two for Probe at the same time because 
these are always needed! Next month is Probe’s second birthday ard I 
can’t think of a better way of celebrating thar to double the 
readership so Please don’t forpet to mention Probe to your friends. 
Do you know that there are still thousands of lost and lonely souls 
out there who have never even heard of Probe! - Take Pity on them, 


Since Heil Talbot’s letter in the March issue, two readers have 
kindly offered to PrePare duestionnaire’s - thanks to June Rowe arc 
Paul Brunyee! The tus duestionnaire’s cover very different asrects 
of adventuring so I have decided to Publish them both. Get your Pens 
ready because they will be coming very soon! 


Adventure Reviews are in vers short suPPly! Probe needs then 
urgently. Hawe you Played any adventures lately that vou would like 
to share your views or with other readers? If so, Please send then 
ivi aS Soon as YOU Car. 


T have received a letter from ACE Magazine, thes are offering a free 
Joystick amons other Goodies if you take out a le month subscriPtion! 
IT cant think what a self - resPecting adventurer would want with a 
dowatick (Tsk! Tak!> but you must admit it isn’t a bad offer. 
Another iten of news is that a new “Plus Three Club’ is getting under 
Was. As this is in my Part of the world I have no Problem with the 
address but some of you. nay find it a bit of a tongue twister! H. J. 
Hueheess, The Plus Three Club. Penrhyncoch Post Office, Aberystwyth, 
Dyfed, S23 SEH. I have no idea what it is all about wet but ary 
Fius 2 owners, if they are interested. can alwaws write to NH. J. 
Humkhrege and find out Just what is on offer, 


Ov behalf of all readers Il would like to ive sincere thanks to 
Sandra for all her hard work as editor over the Past two wears. 
Without sou Probe wouldi’t be what it is todas. We will all miss wou. 
and Hoke to hear from you itt the Pages of the magazine soon. ‘OU, 
Have been a Little Gen! 

Weli that s all from me for this month. 1 sincerely hore vou envoy 
this isawve of Probe, I will see sou all again next month. 


Mandy. 
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GHOME RANGER ~ LEVEL 9 


In this adventure you. take on the role of Ingrid Bottomlow & gnome 
maiden wha, because of a faulty scroll, has been 
transPorted far away from her home at Gnettlefield 
Farm to &@ strange wilderness. In@rid must somehow 
find her way home again alon# the long and difficult 
road. 

You start by finding yourself standing outside 

a little shoP which is all locked uP. The obvious 
inPut is te knock on the door whereurPon it is orened 
by 2 centaur! 


The adventure is in three Parts and each Part must 

be completed in turn before access is Given to the 
next Part. The three Parts of the adventure take the 
form of animal, ve@etable and mineral. The first Part 
1% animal and wou duly find Plenty of animals lurking 
about the Flace. Most of the Problems involve finding and 
maniPulating various obJects but wou will not Get very far until sou 
make friends with the various creatures wou come across and somehow 
enlist their hele. The creatures themselves will usually let wou 
know what it is they are looking for and when they are Given what 


thew want they will usually let wou know how they can help you when 
you need them. 


Fart two of the adventure concerns vegetable matters and I found this 
Part far more erJovable than the first. Here you find, right at the 
start that sou must Pick a t@a leaf from the tea bush in the garden 
but as soon as wou do so the Little bush withers. You know that sou 
cannot leave until you have restored the tea bush to its ProPer 
healthy condition. This involves trying to find the ingredients for a 
fertilizer Potion. There are many other Potions to be brewed before 
You can do this and to help you, you find Flenty of books in the 
library of the cottage which Give cryPtic hints as to the contents of 
the various Potions as well as other Guite useful hints on solving 
some of the first Problems you will come across. 


The last Part of the adventure concerns minerals and sou find 
yourself involved in a war between the Fire Peorle and the Ice Peorle 
inv another Part of the wilderness. Right at the start you find a 
talking Gate which is very unkiaPPy because someone has stolen tie 
Jewels which adorned the gate. It flatiw refuses to oFen and let you 
Pass through to your home because of this. In@rid Promises to find 
the Jewels and the Gate kindly Provides her with a sack in which to 
but the Jewels. On your travels wou will come across 4a Penguins who 
wants someone to sit on her e99 for her and keer it warm. A little 
Icechild who demands an ice lolly. A little Qnome who warts a rock 
before you. can @enter the rock Garden and, stransest of all, a oor 
Yeti who wants his snow shoes repaired. 


bame one has about 66 locations and Game two has only 38 locations. 
Fart three, however, is a very larpwe adventure with mans more 
locations to extlore. Unfortunately, in all three Parts the location 
GdescriPtions are sParse to gay the least. Loads of the locations have 
the same short descriPtion such as "You are of a @rassy Piain" or 
"Wou «re on a barren sPot" followed by a list of the various exits. 


is 


The movement through mans useless locations 16 helP@ed by the command 
“Go to" which Guickly takes wou to the more interesting sPots so it 
is Just the initial exPloration which is & bit wearing. 


The adventure is full of Level 9°s sense of humour with tons of those 
“Play on words” situations which we have come to exPect from Level g 
in mans of their adventures, The graPhics are Quite Pretty which is a 
great improvement on some of the offerings from Level 9 in the Past 
and there is ramsave, ramload and oofs which are very useful when you 
are trying out various solutions to the mans problems you will 
encounter. 


Surbrisingly for Level S I did Come across one or two little buss 
which were mainly in the form of getting some stranGe resPorses from 
the vericus creatures when 1 obviously asked them the wrong qJuestions 

but all in all it is well Programmed. I must be Yuite honest and 
Say that it isn’t 2 Batch on the Sood old Level adventures that we 
Played in the Past. The Uungveuns series and the snowvall series were 
much more enjoyable but I suPPose that we must move with the times. 
Gnome Ranger is different from their other adventures as there is 
Plenty of character interaction and the advanced Parser car 
understand vers comP lex commands such as "NemPhsfind the Llama and 
take the flower then find me and give the flower to me" which is a 
vast improvement, Mind vou, I still found the S00¢ old verb noun 
inPut invaluable at times whilst tryine to figure out what to do 
next. 


Ali in all I found this to be an enjoyable adventure and much to my 
surPrise I did find myself Glued to the comPuter Quite a few times 
whilst 1 @aperly waited to find cub what strange situation Ingrid 
would find herself in next. 

A lot of the objects that wou find lyinw around have no use at all 
which is rather upsetting when wou have carefully carted them all 
round with sou until the @end of the Game. Still many more of the 
obvects have the strangvest uses. 

Most of the resrorses are very amusing and, after awhile, & certain 
fondr@ss for little Ingrid Bottomlow Grows. After all. she is full of 
good intentions and it isn’t her fault that things @o badiy wrong 
wher she is trying to hele someone out is it? 


You should have fun with this adventure. The Problems are not too 
difficult but they are certainly different and 1 suProse that this 
was why 1 Got stuck a number of times and had to whistle or ring for 
hele to Get me cut of a fix, 


Reviewer - Maureer Lamb - Commodore, 


WR RED 


RE ERREREEREREEE ERR ERER READ EH ABE ERE RTH BR OH aR WH ei i 
ATTENTION ALL COMMODORE GAC USERS! 
At last a Program is available which loads in your datafiles, 
recovers wasted memory by deleting unused words, Frints your 
datafiles to the Printer and lots more | 

The Program costs £5 and is available from: 


U.. Macleod, 35 Old Evanton Rd. Dinswall, Ross-shire, IV15 GRE 


ERERRRRRRERAAE REREAD ARMM AERA EERE RAR RRR GHD ERR RA RR BR 


6 


Rese AER DCAM SUD mae 


This 18 4 four Part text adventure based on Americar soar oPeras. 
After your success in home Produced saabs (see issue 15 of Probe for 
review af "Suds". you are off to America to aPPear in their soars. 


ln Part one you have a very difficult vournes. by airPlane, to New 
York where you must get a new contract. In Part tuo you are on the 
South Pork Manch. You have to find your lons lost PaPess and if you 
Can sabotage Erother Booby s oil well on the way, so much the better. 
ln Part three you find yourself in Denver on the Dynasty“Colby set. 
You. mas Come across Dyslexis” chest and Hake Carryon s teeth! There 
are also Guest aPPearances by Cannibal Hays and Miami Mice who are 
wery obstructive. In Part four you Flay a cop in kill Street, 
Provided you can find your uniform and badge, 

Each section 1s complete and can be Played seParately, alihough as 
thes get Progressively more difficult, it is a slight advantage toa 
try to relay them in sequence. 


Commands are simPle - the usual four comPass Points, Plus U. UD. TAKE. 
WEAF etc... SCORE enables you to check your TY rating, ee Per cent 
can be achieved in each Part. A new command to me is LOCATION. This 
Gives you your current location number thus sreeding-up the maPPring 
Process, and also Siving you an excellent method of checking if there 
are avs “secret.” locations you. might have missed. HELF may or may 
not Give you @ clue. There 1s a1s0 4 welcome variation fram the 
conventional wording when letting you know you cannot aa something, 
or are trsins to carry too much. or Giving 4 list of your liventory, 


| the characters are weieds one ever has share heads! Some Puzzles 
are Quite difficult. but Perseverence Pass off. Dedication to the TY 
Programies 1s nob necessary but a little backeround knowledge will 
ennar your a@PPreciation af the bizarre Plots and Puzzles. 
The location describtions are more than adequate, and the items found 
around the scenes are colourtully deascribhis ang often wickedly 
ambi suous. The Jumqur may not be to @vergone hy but Do teoucaht. 
the entire adventure vers well written, and adictive -~ aust like the 
originals. 


The Riverdate Duo of lavid Edwards and Charles Lomas say thes have 
Plenty of material te Po them going for 3 year or sa. Aussie Suds 
and What The Dickey ceomirs soon! So, to Pinth a Phrase or two, 


HaPes Advernturins, and Have A Mice Day! 


REVIEWER - Barbara bibb ~ EEL, 


Suds and American Suds are on Lassette for BEL, Electron and Master, 
most £4.00 each and are available trom RIVERDALE SOFTWARE, 33 Frinton 
Avenue, Manchester, Mo Zi. 


RERRERRAREERAPERRRD LATA ADAEDDRRRER ERR RD HRI He ARR PIR RIDER HBR IER A, 
GREEM Dugk - HINTS - Jackie Holt. 


Hit the oyster with the sitver hammer. 
Foliow the curate to find 3 dattodil 
Watch Fixit wants a Fr ato o- Sive her a bearl. 
Feal the Potatoes 
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DUSK OVER ELFINTON - Bandit Video Games - £2.95 Qa 
Ienitridnidicdincrinicinieicinicieincinieiciniciciterinircieicicineiciciieciek SS 

In the spring of 1984, James Hooper attempted, using the Quill, to write his first 
adventure game. Unfortunately (then), the project came to an end when he accidently 
erased the tape containing the database. Two years later, he met David Harper and 
showed him some graphics which he had developed using the Illustrator. Excited by 
these designs, the pair decided to resurrect James’ old adventure, expanding on 

the original ideas and concepts. Eight months later (with the aid of Gilsoft's 


Quill, Illustrator and Patch utilities), they had finished what they consider to 
be "the greatest little adventure since toasted sandwiches"! 


The story begins in the back room of an old antique shop. The elderly shopkeeper 

is sorting through some cobweb-laden boxes and finds a highly polished mirror hidden 
beneath a pile of dirty clothes. He picks it up to admire it, but it slips from 

his frail fingers and breaks in two as it hits the floor. Cursing quietly to himself 
the old man takes the pieces outside and deposits them in a dustbin. A short time 
later, you hurry down an alleyway ... a shortcut on your lonely way back home. You 
pass by the bin and the glint of moonlight being reflected from an old broken mirror 
catches your eye. You pick up one of the pieces and are amazed to see, inside it, 
the ghostly apparition of a wise old man beginning to form. All of a sudden, a cold 
fog descends around you and the apparition in the mirror begins to chant in an 
unearthly tongue. Slowly, you begin to understand the words that are being said, 

but they seem to make little sense. Then, as quickly as it came, the fog lifts again 
You are left feeling bewildered and disorientated. You calmly look about you. You 
are surrounded by books ... in an old, decrepit library .... 


The presentation and packaging lavished on this game by its creators goes well 
beyond anything usually expected from either budget game producers and/or homegrown 
software writers. The two-part game itself comes om 2 good quality cassette, with 

a properly printed Label, and both parts are recorded on each side of the tape 
(therefore less likely that you will get a copy that refuses to load). The cassette 
inlay is a delicately shaded screen-dump of the game’s loading screen (which, in 
its own right, is an excellently drawn, atmospheric scene-setter for the adventure 
Proper) and is so nicely defined that every detail of the picture can be clearly 
picked out. The cassette is accompanied by 2 10 page A5 booklet which gives full 
details and background to the adventure as well as complete loading and playing 
instructions. The centrefold of the booklet is a representational map of Elfinton 
and its environs (you'll still need to make your own though!). Finally, as far as 
packaging is concerned, there is a carefully coded, full hintsheet available for 
the game which Bandit may send you a copy of ee. if you ask them nicely (then 
again, they may not!). 


The on-screen presentation is equally impressive. The character set has been 
redesigned in a Gothic style which suits the game perfectly yet remains easily 
readable. Black paper has been used throughout. Location descriptions are in 
cyan ink and possible exits from any location have been skilfully integrated into 
the description and yet are made obvious to the player by the use of capital 
letters (e.g. if you are told “to the North is a bridge” then North is a possible 
exit because a capital letter has been used. However, if you are told “to the 
morth is an uncrossable swamp" then the lower case "n" in north indicates that 
there is mot an exit in that direction. It may sound a little unwieldy, but it 
works fine in practice). This technique avoids the artificiality of using “Exits 
are etc. etc. etc." type messages oe. and also ensures that the player pays very 
close attention to each and every location description. The descriptions themselves 
are very full and very atmospheric. A nice balance between the over-verbose and the 
painfully terse. 
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The location descriptions are seperated from the input/responses/messages area by 

a thin yellow band (something like a twisted cord) drawn right across the screen. 
The "What Now?" prompt (or the equivalent thereof) is in magenta; the cursor and 
player inputs (and any portable objects present) are displayed in white; messages 
and responses seem to come in two variations ... in yellow if it's positive (eeg. 
you find a trapdoor under the rug) ..- or in green if it's negative (e.g. I'm afraid 
you can't do that). Each input/response is seperated from the next by a blank line, 
and, once the screen is full, earlier text scrolls smoothly up and off the screen 

to make room for new stuff to be printed at the bottom. The overall effect may sound 
a little garish but, in fact, what you get is a very neat, very colourful, very 
attractive and very readable display. 


As in all the best adventures, extensive use of the "EXAMINE" command will reap 
loads of dividends. Very few objects or clues will be found simply lying about. 
However, if you're thorough you will discover the hiding places of most of them. 
And, to prevent you wasting time by barking up the wrong tree entirely, if you 
examine things of no importance, you get a helpful "Just scenery" message. In 
addition, you'll find it necessary to indulge in a little character interaction 

if you are to learn all you need to know. Admittedly, this character interaction 
is of a very simple type «-. you just input the characters name follwed by whatever 
it is you wish to ask him (e.g. "HARRY HELP (ME)"). As the Quill can only handle 
two word inputs, you can see that conversations aren't going to be very complex. 
However, as primitive as the system may be, it's redeeming grace is that it works 
very well: Having seen the mess some programmers can get themselves into when they 
attempt more sophisticated interaction, I think that there is a lot to be said 

for keeping it simple: 


The graphics are very quickly and skilfully drawn. It's nice to see pictures which, 
for a change, seem to be drawn by somebody who actually has a bit of artistic ability: 
The atmosphere of the adventure is very nicely complemented by each graphic and it 

is obvious that a lot of thought has gone into how and where the game is to be 
illustrated. The result being that the pictures form an integral part of the game, 
instead of seeming to be tacked on as an afterthought (as im too many other 
adventures). 


Q.K.e: So, the guys at Bandit obviously know their way around the Quill and its 
associated utilities ... but what about the game??: 


As you stand in the old library, you know nothing at all about what's going on. 

But, being a fairly intrepid sort, you set out to explore the terrain anyway: Before 
long, you will probably take upon yourself the task of returning a certain 

something to a certain somebody ... well, it gives you something practical to do as 
you roam about the countryside, doesn't it? After that though, you may be a little 
perplexed as to what happens next .-- I certainly was: However, if you have 

examined everything carefully, and you apply a little thought, you may be able to 
solve the riddle of the Standing Stones ... and that will open up a whole new area 
of the adventure to you. Indeed, it should, if you can overcome a few more obstacles, 
lead you to a meeting with a diminutive wizard who will, if you get on his right 
side, explain to you the hows and wherefores of your arrival in this strange land. 
Best of all ... he'll tell you how you can get home again: After that, there's just 
one more problem to solve and Part One is successfully concluded. 


Without giving too much away, your task in Part Two is to get yourself and the 
wizard and a few other objects safely to the wizards castle before dusk begins to 
fall. As you may have surmised, there is a time limit on this part of the game, and 
failure to gain the castle in the period allowed will bring the game to a premature 
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end. The wizard reminds you at fairly frequent intervals as to how much time has 
passed oo. and the feeling of racing against the clock comes over quite well. As 
you would expect, finding and gaining entry to the wizards castle is not going to 
be a piece of cake ... especially as the whole area between you and it seems to be 
occupied by hordes of violently hostile Lizardmen ... and then, there are the 
other objects you need to find along the way ... and a host of natural obstacles 
to be overcome: 


The puzzles are many and varied. Some are fairly obvious ... others are much more 
difficult .2. and some are downright sneaky.: I wonder, for instance, how many 
people will manage to find the idol concealed in the desert plains without help? 
Not many, I'll wager: However, all the solutions are logical and fair and, at 
times, imaginatively original. 


In short, this is a lovely game. It has been skilfully created and beautifully 
crafted. The care and attention invested by the writers shows that they not only 
have respect for their product and for themselves (as producers), but that they 

also have respect for you ..- the player and customer. An attitude which some other 
(supposedly more professional) software houses would do well to emulate. How much 
longer will it be I wonder, before the "experts" finally discover what the rest of 
us already know ... that the best adventures are being produced by small independent 
writers, often with the aid of utilities, and sold by mail order??:: One day, 
perhaps, they shall see the light. 


However, don't hold your breathe waiting: Instead, start playing this remarkable 
little gem of a game and savour its delights for yourself. It is a very worthy 
first product by anybodys standards, and it deserves to be a great success. I only 
hope that somewhere in the darkest depths of Welsh Wales, the Bandit boys are 


busv creating much more of the same kind of thing. I can hardly wait to get a look 
at it:. and soon, please! 


Reviewer - Jim O'Keeffe - Spectrum 


BANDIT VIDEO GAMES, 1 Glanmorfydd House, Cwmgarw Road, Rhosamman, Ammanford, SA18 1DP. 
LREERE TED ERD ERA ORD ERD ED DAH RED EHD HD MRR RH HM HERD HOR DD RD AR HR De HOR 


JOURMEY TO THE CENTRE OF EDDIE SMITHS HEAL 
HINT: By Jackie Holt 


knock three times inside roam 186 
Withdraw the cash to buy the condenser. 
Push the Pain button, 

Full Eddjies heart strings. 


HRA PERIEREERD EDD ED TRG THD DREHER EREDEL ERD ERR ERD HEPERERERYE ERED EERDDAEERD. 
JEWELS OF BAPYLOM - HIHTS bs Jackie Holt. 


Lan £ Pass the natives” - throw them a watch, 
Throw the kes and the match at the crocodile. 
To cross the Pit you need a Flark. 

Cant oper the rock door? ~ Insert the rod, 


REREEER EPS EREPD EER ERE ERE EEA DERERERHD ERA ERE EDD UEROAEDIRD ODER DREHER HDS 


Rabbiting Gr ,,, Pere gesrarc 


Rabbiting On ... 


There is always a danger in knowing such characters as Strombrigner the Grey and 
Dimii Gloing. 4 cheerfully haphazard wizard and a legendary dwarf of immense 


thirst are not always the ideal companions, exciting and entertaining though their 
presence can sometimes be ... 


I was, enjoying a quiet game of pool with Sandra Sharkey, a rapidiy rising star in 
the adventure firmament, in the calm backwaters of a pub known as The Venture. The 
morning had been spent in working out some bizarre puzzies for our latest adventure 
Game, and now was the time for relaxation. I was stretching over the table for a 
Gifficult long red into the bottom corner, when suddenly the cue moved of its own 
volition and smashed the bali directly into the pocket, sending the white bal} 
careering arounc the table until it ended up in perfect position for the next shot. 
1 gasped in astonishment, and then realised what had happened when a chuckling 
voice announced "Grand shot, Master Peter, grand shot." lt was, of course, 
Strombrigner the Grey. 


T stood back from the table and shook bands witn the wizard, noting with some 
amazement that Dimli Gloing was not by his side. “Where's Dimli?" I asked with 
some baste, but Strombrigner’s face reassured me and he merely made a friendiy 
gesture towards the bar. "A pint of foaming ale might make the tale easier in the 
telling” he said, and after whispering something in Sandra's ear he went and sat 
down at a nearby table. I purchased the wizard's drink and set about my next shot. 
i rolled the white gently towards the red, which reacted by moving towards the 
desired pocket. On the very lip, on the brink of dropping in, it stopped, and 
although JT would not testify to it in court ] could have sworn that 1 saw Sandra 
and the wizard exchange a smile. 


After that miss of mine it was a simple matter for Sandra to clear up and win the 
fame, ano with what can only be described as a saticfied smirk on her face she went 
and Gat down beside Stromprigner. Reluctantly, | foliowed. 


"Well?" asked Sandra, agog, "where is he then?” 


The wizard reclined back in his seat, absentmindediy took one of my cigarettes and 
stuffed the tobacco into the bow! of his pipe. and allowed a smile to creep onto his 
face ac. the smoke whiried into the air. He drew deeply. "“Waies” he said, at length, 
"a place called Liandudno.” 


"Wales?" 1 asked hin, ignoring the puzzied frown that had appeared on Sandra's face. 
“What's be doing in Wales?” 


“Llandudno,” interrupted Sandra, frown disappearing, "is where Mandy lives.” 
"Kanay? Oh, Randy Rodrigues, you mean.” Recognition dawned. 

The wizard had foliowed this. exchangy in cilence, but now he spoke. "It appears 
hat we bave a mutual acquaintance’ he said. "Yeu, bimli rusned up to me th 


morning, mutterec something abou! a hauntes horse troupgs in Liandudne, ana then 
Vauinbed. 


Heaven Only mnOwe Low he was, Fully Lu get there, Dut be insistes that 
contact you and, when you have finished your drink Master Peter, we are to join him 


TI 


Raborting On... ® @ Fete 6errars 


As soon as possible, if you please.” 
"Me as well?" asked Sandra, eyes widening in anticipation. a4 


“Baturally" said the wizard, "he particularly specified that you shoula accompany us. 
That is why J] came here.” 


"Ooob ..." breathed Sandra, not taking her eyes off the wizard as she reached for her 
drink and, in a single swallow, drained the glass. "Come on" she said to me, “hurry 
up." : 


I Gighed deeply. Events were, as ever, rushing anead of me, but there was little 
that I could do about it. 1 finished my drink, Strombrigner did the same to his, 
and we stood up. “Er, how are we going to get there?” 1 asked. 


The wizard gave me a haughty stare. "Pah! he exclaimed, "] am a wizard.” 


As if that explained everything! We walked out of the pub and, instead of foliowing 
the path that lead towards the road, turned left and disappearea around a corner. 
Ve stood next to a nigh brice wail, and from inside his voluminous cluak 
Strombrigner produced a rather battered scroll. He handed it to Sanara, saying 
“hold this about two feet away, so. There, thank you. Now, keep very quiet.” 


Sandra and i exchanged a nervous glance. What was happening? trombrigner 
intercepted the glance. “Location spell" ne snappec testily, "nothing cifficu.t. Bow 
shut up!" We shut up. 


The wizard chanted in a low voice, a smal! wind began to swir) tne i1eaves arounc 
our feet into a miniature tornadu, and then everything vanished! Seconds later it 
Teappeared again, and |! clutched at my stomach. I feit ae if 1 had just travelled 
downwards in a lift that was much too fast for comfort. 1 glanced around, somewnat 
bewildered at hearing the roar of traffic, and realised that we were in the right 
hand lane of what looked suspiciously like a motorway. A mutierec exclamation 
escapec Strombrigner's lips, then he began to cnant very quickly. A lorry of 
immense size was bearing down on us, but in the instant before it hit us the worid 
vanished once again. My stomach groaned its disapproval before the woric came back 
into view once more. We were standing on a2 pavement beside a statiun. 


“Hmm, some of those runes are rather difficult to decipher" mumbied the wizard, 
taking the scroll from Sandra's grasp and depositing it back inside his cloak. 


"Where are we now?” I asked, hoping that the contents of my stomacr woulc remain 
where they were. At present, they showed little sign of doing so. 


"Liandudno of course!" proclaimed Strombrigner, pointing Gramatically towards a@ sigu 
On one of the station platforms. 


“Super duper brill” was al] we could get aut of Sandre. 
The wizard began walking rapidly away from the Stetion, anc with littie eise to at 
we fullowed bim Sandra's expression showed that sbe was Stisi in a State OF SNOcK. 


iowas &tili in a state of distinct queasiness. 


Wo proceeded fer some time, first down this street, then down that, until eventually 
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we arrived in a more open area. There, by the side of the road, was a horse trough. 
Hext to it stood a woman that neither Sandra nor i recognizec, but next to her was 
the unmistakable figure of Dimli Gloing. Curiously enough, standing beside Dimli 
Was a 6mali white rabbit. I knew that today was not going to follow its normal 
course of events when the rabbit fixed two bright eyes on Strombrigner and spoke. 


"Well, Stwombwigner, you have awwived ai last” it caid in a curious high pitched 
voice. The world, it appeared, had finally gone completely and utterly mad. 


"Hy liege” returned Strombrigner, bowing low, although the tone of his voice belied 
both words and action. Dimli merely grunted. "What bringest thou to -" 


"Stwombwigner, shut up." The rabbit was clearly in nc mood for fancy small talk 
from wizards, and turned to Sandra and myself, "Tl am Winddweaker’s Wabbit” it 
continued in a grand voice, "“emissawy to the gweat leader of ali the wizards. We 
have a pwobiem. This twougbh is haunted by an unknown ghost, spiwit, or appawition. 
You, Stwombwigner, must see thai this wuffian fwom another plane is banished fwom 
the wealm. Mandy Wodwigues bwought the matter to my attention, we have much to be 
Swatetui for." The rabbit twitched his whiskers. 


"It's true.” The woman spoke for the first time, in a delightful lilting Welsh 
accent. "I'm Mandy by the way.” We exchanged greetings and She explained in a 
calm, matter-of-fact way, how she had been walking bome with her husband late one 
hight and bad seen the most extraordinary shape bubbling up from the trough. "Like 
a, a, a living waterfall, with a face, and everything.” 


1 was. 1] suppose, in something of a state of shock, and merely accepted pee 
Statement. ] wouldn't have been at ali surprised if, on, i don't know, if the rabbit 
couid read my mind. “I can wead it vewy weil, thank you" came an aiready familiar 
sounding bigh pitched voice, I groaned, and Mandy continued. 


They had run home, and there, waiting on their doorstep, was the smaii white rabbit. 
me 


1 Was seeing a fwiend” interjected the rabbit in an embarrassec sort of way. "We 
often, you know, do the paw stomping thing. You know.” 


It transpired that the rabbit had read Mandy's mind and had determined that thie 
strange apparition was not the sort of thing that one wanted to see in modern day 
Englaud. He had passed the alarm on to Dimli Chis powers did not extend to 
wizards, it Seemed), and the rest we knew. The problem remained: how to get rid of 
the apparition? The rabbit turned to Strombrigner . 


"Wind bweaker 


sets gweat faith in you, Stwombwigner, he alone knows, why. You wil! 
wemove 


this wogue fwom this gween and pleasant ianc, by midnight tonight, or it 
will not look good in the liana where wizards lurk. 1 wili weturn at midnight. 

With that the rabpit turned on his paw and, after two quick stomp. on the ground, 
Shut off intu the distance. We heard a Quiet, bul distinct, "twa la ja la ita," ane 
then be was lost from view. There was notbing to do Olber than wait. 


We waived 
It grew dark, and a distinct chill fillec the air ac we walked towards the trough. 


Randy had been @ most Charming hostess throughout the afternoon ano eariy evening, 
inviting uc to ber house after the rabbit's abrupt Gepurture, but now it was time 
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for action. I shivered as we reached the trough and looked at it, as if it alone 
were responsible for the strange situation that we found ourselves in. 


It was Strombrigner who spoke first. "I propose that we do nothing other than 
wait. Let us give the enemy chance to show himself, and then we can act.” 


"Oooh, isn't it exciting?!" exclaimed Sandra. 
"Does this often happen when you go for a drink with Pete?” Mandy asked. 


“Boring” came a dwarvish grunt. |] had notec that Dimli was standing by Sandra's 
side. She had once told me that the dwarf had sent her a postcard or two from his 
travels in exotic climates. Adventurers develop the strangest friendships. 


"Buch! An urgent whisper from the wizard brought me back to my senses, and we al} 
instantly raced to hide behind a nearby bench. Peeping over the top of it, I could 
see that the waters of the trough were beginning to steam and bubbie, as if they 
were being raised to a great temperature. Presentiy the water was rising in vast 
clouds above the trough, each cloud a different shape, a unicorn first, then an 
archer, followed by other, unrecognizable, images. 


As we watched the rabbit came racing in from nowhere anc joined our group, now 
crouched down in our (to wy mind) very open hiding place. "Well, Stwombwigner, 
what, if anything, are you doing?’ He had a flushed face, that rabbit. Must have 
been running far. He snuggied up close to Mandy, sensing that she likec him. She 
began to stroke his fur and he closed his eyes blissfully. 


"Shhh! Once again the wizard demanded silence, he was cieariy counting, and when 
be reached the number thirteen he ljeapt up from behind the bench and spoke in a 
voice like thunder. “Begone, fou! spirit, begone from this lanc. With your 
banishment these waters will be troubled no more.” He rambled on for a mite longer 
in a voice sO quiet that we couldn’t hear him, as he was prone to do in moments of 
dauger and excitement, and eventually, after severai minutes during which tne 
thirteenth image had hovered uncertainly in mid-air, it squealed in terror and was 
gone. 


"You will have no more trouble now, | fancy," said Strombrigner, preening himself. 
"What did you do?" demanded Sandra. 
"Why did it squeal like that?” Mandy wanted to know. 


Strombrigner smiled, and somehow i sensed that I was not going to like what was 
coming. "Il explained the reason for the troubles, to it, and it went. Simple.” 


"But what did you say?" | askea hin. 
lt was no use hurrying him, he took bis time, as aiwavs. “You saw the way the 


waters boiiec anc bubbled. You saw that a great many spirits, Spectres, ghosts and 
apparitions came out of the trough. [| pointec this out to the thirteenth one.",¢. yy 
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“WouA? Dip YOu SAY?! we ail ecreamed at him, except Viml., who cimply gruntec. 


, 


"| said, quite simply, that ton many spooks boii the trougn!” 
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QNE DARE NIGHT... 
a. Ari adventure by Faul Brunyee for 48k SPectrums. 


bdadada dada 


Sreeding through unfamiliar surroundings on lonely, endless lanes and 
decePtive, dangerous bends, your car strikes a hi9h verge and after 4 
yarring imPact with a series of Pot holes rolls to a hait at the 
start of a Gravel drive. You try turning the keys again and a9ain, 
but to ne avail. Resigning yourself to this, you Peer outzide the 
car and see only the Gravelled drive and dense foliage. Having lost 
Your way many miles earlier, this is the first sign of habitation you 
have seen. Sitting somewhat cold and miserable with your comPanion, 
you discuss the Possibilities of finding helrP at the end of the 
drive, wherever it may lead... 


Within "Gne Dark Night..." you choose which of the two characters in 
the car you wish to Play. Thus, you may Play a male or female role. 


This decision ther affects certain situations within the 
BSVETTUPE s cane 


Also featured are - flexible sertence Parsing, character interaction 
and challenging and original Problems. 


* “One Dark Night..." is available for £3.08 from Paul Brurnyee, 
36 Gyrsill Lane, Anstey, Leicester. LE? AG. 


RRR RH EHH HZ 


Merit titi fet tri ttt rite iret ete ee ee ee eee eet eee eo 
ie , | * 


Ro stunning new SraPhical adventure for Spectrum. Two Part game, 88+ 
locations, 17@+ system messages Plus much more! 


EPROM SAYS: ae 
"This Game rePreserts good value and looks very Promising." ofr 


*«K This adventure costs Just £2.99 and is available from: 
ERIC STEWART, 18 Vatisker, Back, Isle of Lewis. PA 86 DJS 
WHER REACHES IE EAI TENE REA HEE AEE AE HEE EE TEI REISE EAS ME AEM AEE RH I 
GREMLINS HINTS - by G.L.Wheeler. 
To get Stripe out of the Mail Box ~ LIGHT FLASH, INSERT FLASH. 


To disable Snow Plough - Get welding gear from Pit in Station, OPEH 
VALVE, LIGHT TORCH, WELD PLOUGH, 


To ober locked roam in Store - Ga to roof, DROP GIZM0. 


To frighten Gremling - Get camera from behind bar in Pub, PRESS 
BUTTON. 


To rePair vents in Store - CUT (Mail? BOX with welding gear, GET 
PLATES, at store WELT PLATES. 


SS AE LETTERS axa Ke 


Thanks for the March issue of Probe. I wes Pleased (or was I) that at 
last my Game did see the light of day in sour magazine, but was 
disapPointed with the review it got. Hence I have written in defence 
of my Gun game and to fully exPress my views. 


Firstly, 1 accePt the comments that Mr. U'Keetfe made, ard resrect 
them, and admit that when the game was forwarded to Probe there were 
a lot of ni99ling errors. However the game was forwarded for review 
it) November and since then a Great number of improvements and 
alterations have been made to the Yame. A lot of what Jim wanted to 
see Go, has gone, with a lot of other things. 1 did hore the Game 
would have been reviewed in the January issue and I could us@ the 
constructive criticism to good effect before selling the Game. A 
Polished uP version was forwarded to Eprom and 1t was well received 
there and recommended, Giving details, that if make good use of 4 
number of features. Again I used the constructive criticism to 
imProve the game and sent it to Your Sinclair. Shortls after that, 
Mike Gerrard rePlied sayinv he found the Same interesting and 
eruovable, but as it Was a mail order game and there was so Little 
sPace in the magazine he falt he couldn’t review it. Again from him 
came some more constructive criticism. 1 then advertised in Sinclair 
User which brought an immediate resronse from a software house who 
wished to look at the game with a view to Publication. 

Duly I sent this and within a week 1 got a telePhone call from the 
company informin@ me they wished to Publish the game. which they 
found to be of a good budget standard, so at Present they are working 
on loading screens, inlay cards etc.. and the same is intended to be 
released around May lode. 


This I am excePtionally Pleased about. So you can s@@, Probe are 
behind with their review of the game, therefore you will Sather it is 
not at all uP to date. Please, Please don’t take this as a criticism 
of Probe ... It is not. Actually I find Probes reviews to be of an 
excellent standard. All I wanted to do was to make it clear to both 
Jim and the readers that the game he Played and reviewed is not tie 
current version available. He also failed to mention that there is a 
£15 Prize comPetition with the Game (Closins date 31.4.8). 


Gver the last month duite a number of Probe readers bought the Game 
$0 maybe 1¢ would be worth hearing their views oan the Game. HArart 
from this I enJoved Probe extremely this month - keer ub the good 
work . 


ERIC STEWART, 18 Vatisker. Back, Isle Of Lewis, PAS6 CJS. 


CI am Glad to hear of your succesa Eric and wish you well. I would 
Point out however, that Jim could only Give his oFinions on the wame 
he had before him. If you had written to Probe and informed them of 
the changes that vou had made or sent in 4 revised coPby then the 
reviewer would have had the uPdated version ta work of..... lands > 


PROSSASIVGCSM SS aS RSS SSSSSA SASS ASAILSSSSSSSSSSSSCTASSARSSSSSESSSSSSASTZASS 
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l ordered LEGEND OF CRALION’S CREEK, before I had seen Jim O’Keeffe’s 
review. Well, one man’s meat etc., $0 althoush 1 endow Jim's 
writings, I will try to keer an oPen mind until I have seen the game 
for myself. Answay, if it is a dud game, my attitude is “some you 
wily, some you lose" and as I buy all the “home-sPpun" Games I ever 
hear of. this may be one I lose. But. what the heck! It’s only £2.99 
and I have won lots! All of Jack Lockerby’s games, all of Tartan 
Softwares, all of Johm Wilson’s. both of Zodiac Software, both of 
Marlin Games, both of Precision Games. These were all vers good value 
~ well devised, bus free, vers Playable and well worth buying. 


All of these are "“home-sPun", but they have all the attributes of 
Professionally Produced: much more exPensive Gam@s. Jack Lockerby’s 
MATCHMAKER in Particular delighted me, as did Tartan’s DOUBLE AGENT, 
which as you saw, is different and verw enJdovable. Frecizsion Games 
EXTRICATOR and ENERGEM ENIGMA kePt me out of mischief for weeks! 


I have only just tried a Marlin Games Production, JADE STONE, which I 
enJoved $0 much that I immediately sent for the second, CLOUD 99 
which has an entirely novel theme, that of Jack Frost messing about 
with the weather! Both of these Games are currently exercising my 
brain ang 1 must recommend them niShis. Also I must add that, if sent 
an SOS and a stamPed enveloPe, Linda Wright of Marlin Games will send 
a clue by return of Post, which has to be another Pius! 


Last words ~- the resPonse to Pat’s "nome-work" must have been most 
disaPPointing for her, and surPrised me very much. I’m sure I’m not 
the only Person who has GAC or GUILL doin’ nothin® because the way 
they work is not easily understandable. Well, I] suPPose I COULD be 
the only really thicko idiot who reads PROBE, but actually I have 
aiways thought I was reasonably intelligent, and I couldnt figure 
out what to do with flags, conditions, event tables and so on, so I 
was delisnted to see the first of Pat's articles on how to use the 
utilities. KeeP it ub Pat - I shall await your next lesson with eager 
anticipation! 


JUNE ROWE, 46 Hurdon Way, Launceston, PLIS SHX. 


SMESAus ce oBU BSR s SSS Ses Sas SAAT RAMS SRSCBALTAACKSSSATSCSUBsSATsasas 


SCOTT ADAM’S SCOOPS from ADVENTURE SOFT (The Spectrum version?) has 
gone headeriess, so if wou want to transfer to micro-drive or 
whatever you need the startins address and length of code, in each 
case the start address is 24576 and the length is 17692, save off a 
header using the above figures (or use 4 header creator?) load it back 
in using the following: CLEAR 24575:LUAD" "CODE resave to your drive. 


A short Program to get it running CAlter to suit your drive). 
16 CLEAR 24575 
2@ LOAD "" CODE 
3@ RANDOMIZE USER 24576 
In case of difficulties drom me a Line. 
WALTER POQLEY, Flat 1. 46 Exeter Road, Bootle, LiverPool, L20 7BL. 


GENEREEEERMEAEERERRKE DRAKE REREREROCERMEEKERAMEAERORAEHERGKERERORED 
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Thanks for Vol Il Issue 3. 1 loved 1t. I agratted cut a long letter 
to send you but have lost it - the house is in utter confusion since 
tw wife’s been in hosPital for the Past month (was serious but 
getting much better.» Anvuaw, I was Commentin® on Petes articie 
INTERACTIVE FACTION, and his writing in General and think I ended uf 
with a comment Like ~- Hopefully, we’ll soon see a story about Dimli’s 
brother “Boldli Gloing where no one has glowed before’. 

Une great thins about the masyazine is the sense of comaraderie, 
everyone s sO willin’ to nelP their fellow adventurers - you'll 
aluays have a loyal readershiP because of that. I had a Phone call 
cut of the blue from Andrew Wright of Wrightsoft concerning an 
adventure and we haPPils chatted on for several minutes about 
adverture - related matters. 

Such unexPected Pleasures make one feel Privileged to be Part of the 
adventuring fraternity. I wish I could say the same about Nick 
Walkland’s “The Return Of The Orca-bane" which 1 ordered over three 
weeks ago and to this day havent seen. Have other readers had this 
Problem with adventure magazines? I should have Just stuck with 
Probe, which I can always rely uPon. 


NEIL TALBOT 31 Chadcote Way, Catshill, Bromsgrove, Worcs B61 OJU. 


(Sorry you have had Problems in wetting your order Neil, it is very 
frustrating to send of f an order and to be met with comPlete silence. 
So sorry to hear that your wife has been so ill - Please Sive her our 
very best Wish@Bercssre, Mandy. 


BLSSSSSSILSSSISSSIASILIBSSLASLLSSoSSSSSSIACLASSASSASBCSSSACSISSSASSSBAsssBss 


I have received my order from Incentive. Their service is first 
class. Which 1s more than I can say for another outfit calling itself 
“Budgetsort". This comPbany advertises every month in Amstrad Action. 
I sent them an order for various games in early December. I received 
a Part delivery at the end of January after sending them a atiff 
letter, I also received a credit note with a new list of Sames as 
the ones I had ordered were out of stock. So I resubmitted an order 
to them only to receive, ivi mid-February yet another credit note as 
the item: I had ordered were regretably...... By now 1] was Pretty fed 
uPs $0 1 returned aforementioned credit note on the 15th February and 
to this day I have heard not a lot and seen even less. Adventure 
Probe Readers beware! 

Can I draw your attention to your editorial in issue 37 Now even I as 
only a novice and fairly new recruit knows that the "Great Mistress 
of Wigan" must be obayed in all things but I think you should have 
directed your tirade at those awful SrPectrum owners. AS a humble 
Arnold user, Tom Frost does nothings for me and until he does he don’t 
get my money! 


Please ask Fete Gerrard to keeP on suPPlying stories dbout 
Strombrigner & Co. They’re terrific! Finally, in my last letter I 
enduired if "Castle Of EaSles" was fit to be used on an Amstrad 6128 
but your rePly fell off the bottom of the letter! Any idea? 


R. A. ADAMS, 81 UPlands, Welwyn Garden City, Herts, ALE 7EH. 
(Sandra sends her aPologies for the bit that fell off the bottom of 


the letter. Castle of Eagles is available for the 464 only I’m 
afraidecescess Marids.? 


eee IN TOUCH ae ie 
Brand new, still in box! "Spectrum Ramerint and Cable". Includes 
WordProcessor on Chif. Can be used with other SPectrum 


WordrProcessors - £25. For further details rin9 Dicon Feeke 0407 
7SU8S1. 


Exc rm SSS csr ose r assesses Tse r SS SSS Is SS SSSSSS SS SSIS SVS SAS SASSS ST SVSSASBSS 


AMSTRAD SOFTWARE FOR SALE «TAPE? 
Mourtains of Ket/ToP Secret, Lords Of Time, Snowball: Emeraid Isle, 
Worm in Paradise, Red Moon, Aftershock, WNova‘Haunted House, Winter 
Wonderland - all at £3.00 each. 
MHordon’s Guest, Never Ending Story ~ £2.50 each. 


Electric Music Utility, Music Box, GAC. Laser Basic, Mini-Office IT 
£8.00 each. 


Melbourne Draw - £6.00. 
Azimuth Head Alignment Tare (Unused) - £5.50. 
Protext - £10.00, 
Write to LON HOULSTON, 3 Pritchett Drive, Littleover, Derby, DES FAK. 
MHRA HREM AMER RRER THES MRAM GEER RARE AREER EERE EHR EER ERE BE 


wee HELP WANTED mime 


Can anyone Please helP me out? 1 have been Playing JACK THE RIPPER 
and I am stuck with the following Problem: 


After shavin® etc., and escaPine via the window, you eventually 
arrive ina street. After gettin in the cab I carnot wet the cab to 
move on. Everytime I instruct the driver to move on I get the 
driver's resPonse “Wassat Guw’ - very Cockney /¢ East End type of 
answer. 

ALEC MACKIE: 31 Listowel Road, Dagenham, Essex, RMICG 7GL. 


MAAR AAR AGRA ARERR ARAB GM HALES AAR EER BEG MATER 
GAMES FOR SALE 


PAUL SAWYER has the following games to sell: 


Back To Reality - €1.00. 
Nonterradueous - £1.00. 


Write to Paul at 5? Everard Street, Barry, South Glamorgan. CFE 6PX. 


RIAA MAR AA HMMM MAA HHA MAEM GH MMH SAMAR HAHAH HM GG MARS 
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eke READERS CONTRIBUTIONS nm 

Bros Biase Seareeeesanaaan 
Contributions from readers are most welcome for all sections of the 
magazine, indeed, where would Adventure Probe be without them! It 
would be very helpful if your contributions could be tyred if at 
all Possible or neatly Printed on A4 Paper leaving a 1 inch margin 


pa 


at either side and a @ inch margin at the tor and bottom, 


Reviews are also very welcome from readers but Please check first 
to make sure that nobody else has sent in @ review of the same 
game. 


Contributions are ALWAYS needed for each section of the magazine. 
Please use separate Pieces of Parker and specify which section you. 
have written for. 


If you do write in to Adventure Probe then it will be assumed that 
you wish your letter to be featured in the Letters Fage of the 
magazine. Flease sPecify if the letter is not for Publication. 


As the magazine will be sent from Wigan it will neo longer be 
Possible for the Editor to enclose rePlies to your letters with the 
Magazine, so if a you would like a rePly to your letter, Please 
don't forget to enclose a stamped addressed erveloPe as the Postage 
bill is Getting rather large. 


Everyone who contributes to "Frabe" Gets their name in the Hall Of 
Fame as a thank wou for taking the time and trouble to helF felTou 
adventurers. 


If you remember, Readers kindly started a Besinners Section some 
time a9o, Contributions are also needed for this. The beyinners are 
still out there and thes would be so grateful if you would share 
your hints and tirs and methods for solving adventures with them, 


Please don’t forget to Put your name and make of comPuter on all 
contributions. 


If you would like your own adventures Playtested this can be 
arranged through Probe. Readers who offer this service do so 
voluntarily and return Postages can be costly so Please ensure that 
wou. enclose sufficient to cover the Postage from Probe to the 
Flastester and return Postage to yourselves. 


When sending in your adventures for review Please make sure that 
vou. enclose a full solution and war. If a reviewer gets stuck and 
caraot continue with the adventure then you will either gel a 
Partial review and the reviewer carmot comment on some Particularly 
shecial Part of your adventure or there could be @ delay in Settings 
the review Published ir the magazine. 


Finally, if you have ams suggestions or ideas about what you would 
like to see included in "Probe then Please Let me know, Perhaps 
you would like to see 2a regular Fuzzle Pase or Golden Oldies 
section, Please remember that this is YOUR magazine so we rely or 
feedback from you. to Blve you exactly what you want to read, 
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whe CRYPTIC BDITTIES sap 


by John R. Barnsley 


PLAY IT AGRIN SAM EACALIBLIR 
CM. AU. Games > CAltervative Software) 
When you’re tied uP in 3 chair, When Crania casts a shell your way, 
The remedy“s hard to see, The answer 1s in reflection, 
The Parser isn’t being fair, Use li9ht and sword in such a way, 
Only CUT BONUS BLADE will get That it S0es back in her direction! 
you free! 
DRAGOHSCRYPT CROW OF RAMHOTEP 
CYenom Games > (Tartan Software? 
1o get the salt from waterfall, To raise some money for your Quest, 
First axe the creature,and it Show the scroll to get a chain, 
will fall, Inventory shows the amulet tied, 
Get the bread and Give to bird, So thread the string and flog the 
Ther go te the water and say chain! 
the word! 
BOOK OF THE DEAD PLUNDERED HEARTS 
CCRLEssential Myths (Infocom) 
The Ibis bird has ankh and Wait and examine till Crully 
more, arrives, 
To get it. lift some weight The Falcon will soon hele you 
before, Get out, 
Leading the mangonel with Read of his missive and agree 
a rock, to his terms, 
And firing that boulder when Ther wou“re uP on the deck and 
he’s over the loch! the Game oPens out 
FARADISE CONNECTIOCN GNOME RANGER 
CBirdseed Software) {Level 9» 
The Painting hides 3 safe I Ingrids rainbow brings sou to 
know: a halt, 
But oFening it will alarm, Give NymPh shovel to earn her salt, 
Use the blanket on the window, Say GO east and dig then wait four 
The darkness will disarm! or five, 


She’s found you a crock and the 
“Ler” will arrive! 


WEB AE ERI AEE AEE AE SIC HE ER TED Ae ACRE ACCRA AEE AEA TEE AE AOR EEA EERE 
A DEFINITION OF AUVENTURING - Bob Weeks 


Adventuring is... Hair Pulling, Frustration, Stomach churning, 
Illogical, FPuzzeling. Sometimes StuPid ... But aluays 2 Great was to 
sPend time!!! m1 


eee FU ele Pee a ae ae 
CLUE MATCHING - Joan Parncott. 


Test your adventure knowledge and see if you can decide which clues 
watch uP with the adventures. 


ADVENTURES ARE: 


A CLASSIC AUVENTURE. F LUMGEON ADVENTURE. 

k EMERALD ISLE. Gj HEROES UF KARN. 

C RED MOOK. H JEWELS OF BABYLON. 

UD MESSAGE FROM ANDRONEDA. J RETURN TO EDEN. 

— SOULS UF DARKON. Kk WARLORD. 

CLUES ARE: 

1 SLEEP IN THE CAVE, 6 WAVE THE WAND AT THE CHASM. 

@ WEAR THE CLOAK FOR THE FIRE. ¢ THE SECOND ROD EXPLODES. 

2 INSERT THE FOST TO OPEN. 8 WAVE THE STAFF FOR THE SKELETONS. 
4 TURN THE SPHERE. 3 MOVE THE STONE WITH THE CROWBAR, 
S WAVE THE FAN FOR THE DRAGONS. 16 POISON THE COOK WITH THE MUSHROOM, 


ADVENTURE) A 
CLUE 


Answers will be Printed itt next months issue. 


SIKSSCSS SSS CASK OVM ASIST AAIL MSS SSS cS KS SSM SMS SSSR KRSM SSRS SIMS SSeS Basse 


WORD SEARCH ~ Combiled by Doreen Bardon. 


TvVeL 


AMITY 

ASHKERON 

BULBO 

DRACULA 

ELDORADG 

EUREKA 

ZAR THBOUND 

HUBBIT —_ 
IMAGINATION \ 
INFERNO 

LIFEBOAT 
MORON 
MINDUBENDER 
MINDSHADOW 
SHIPWRECK 
SNOWBALL 
SURVIVAL 
SPOGF 

THE HELM 
TRAIL 
WYCHWOOD 
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Polaco eos ea ew we et oe Se 4 


Bliss BUS AND MORE BUGS by Alan LePrillips 
BOOK GF THE DEAD - Srectrum version 


In Part two don"t shout in certain Places or the game will crash. 
Also, where the four Pieces of machinery are, near the eng of the 
game, don"t 9o back south to the Bridge <Toll) or sou will get a Room 
Error and the Yame crashes. 


Also near the end make sure you only input directions that are in the 
text or you will also get a Room Error and tne game crashes. 


Ar oldie now! a 
eS TEMPLE TERROR 


When the door closes on you where the forcefield and the elixer are, 
don“t unlock the door with the key or the game 90es into basic. If it 
does then Just tyre RUN. 


Filso, you start off as Archie but when the ending comes uP ARCHIE 
thanks you. I found this silly $0 Press BREAK, LIST 3806, EDIT then 
change ARCHIE for ‘YOUR DAUGHTER JANE. The ending sounds a lot better 
then! 

ERE ERAGE REAR HIAHS HE SIIAR ERITREA ATS ISAS AMAA NAA RTARTA TEAM 


THE PRAWN - ADDITIONAL HINTS DEVISED BY CHRIS HESTER, 


WHERE 1S THE PRISM? WHERE IS THE TEAPOT? 

43 Try the ice tower, a) Near the carrot! 

bs EsPecially the store room. by Try the kitchen stove and 

Cc) Especially the table. the worktor, 

WHERE IS THE CARROT? WHAT DO THE ALCHEMISTS REALLY pO? 
a) Near the tearot. a) Look in the flasks, 


WHERE 1S THE ROSE? 

a) A Palace Sardener might know. 

WHAT CAN YOU DO WITH THE CARROT, THE TEAPOT. THE ROSE AND THE PRISM? 
ad Let we know when you find out! 


REE AMARSI RAR R AHH ATRIA TAA AIA ASIII AAA ITI AR AAS NAA IIIT ASIA IS. 


DEFINITION OF A STUCK ADVENTURER’S GULLIBILITY 


Reading a hint in a Glossy magazine for the removal of the Boulder in 
The Pawn - believing it - and spending half an hour trying different 
was of inhutting "Insert big toe under boulder and lob boulder into 
the air"! 


hands 


MGM AHA ERAS AIA IT AAEM TA SAL AAAS A LALA TASES A AANA ASS AA IRANI I 
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Se ee ee ee ee F 


WHAT MAKES A GOOD ADVENTURE 
by Fete Simpson 


et ee ee eee ee ee ee ee ee ee eS 


Judging by all the rave reviews ‘The Fawn’ has got, I feel I must be 
in the minority in knowing what is a good adventure because I could 
not get ‘involved’ with it at all. 


After managing a couple of easier adventures, then a couple of Level 
9 (okay with a little bit of help), I thought I was ready for the big 
time so I splashed out on ‘The Pawn’. 


True it has got excellent graphics, a great text and Parser, but it 
does nothing for me. Possibly I was expecting too much. It’s a bit 
illogical in parts — I don’t know if repotting the plant has any 
Significance later in the game, but if it has say iar Dd It has well 
known bugs, and it gets a bit boring having to type Inventory and 
Examine in full every time. 


I don’t expect it to be easy, at that price one doesn’t want to solve 
it in one sitting, but there’s certainly no initial ‘grab factor’ for 
me. I’m not saying it’s a bad game, and I'll persevere at the price. 
I know these are small moans but moans nevertheless. 


Just the opposite at £2.99 was “Nythyhel". Simple graphics and text 
as opposed to the "Pawn" but it was warm and cosy and pitched at the 
right difficulty level for me. I spent many a happy hour over 
Christmas with an ever dwindling supply of ale. That's what I call a 
good adventure. Technical excellence is not enough. 


I was looking forward to an Infocom adventure but I think I’1l beg or 
borrow one first, just in case. Is there anyone else out there who 


didn’t like the Fawn? 


HHH HH TE TE TE EE HE TEI HE HHH HEE EH HEHE REE EE HEE KEE EEEREREERERHREHREE EEE EER ERE 


| [ae ae 
¢ { ATALE OF KEROVNIA 


HEH IEEE HEE FETE FETE TE TE HEHE TE BE TEE SEE HEHE BE TE TE JE EEE TE HERE RE FETE EE FETE HE HIE EE EEE HEE EERE HEE 


GRAND CHRISTMAS COMPO RESULTS (At last!) 


HEIL IE TE TEE FETE TE FE SE EE TERE ETE TE TE TEE TE TEE FE HEE FE TEE FEE TENE EE ETE EEE EEE HERE ERE EEE EEE EEE 


Okay so I forgot! Thanks to Mandy for reserving this page for me in 
her first issue of ‘Frobe’. 


The following people will be receiving prizes for their entries: 


PAUL BRUNYEE — Spectrum 

Gnome: Yo' Santa, it’s five minutes to Christmas and we've still got 
these pressies to deliver. 

Santa: No we haven‘’t - that blasted pirate has just stolen them’ 


JACKIE HOLT - Spectrum 
Yes, I know there‘’s only five minutes left, but I’m still locked in 
the Goblins Dungeon, waiting for Thorin. 


BARRY TUDOR - Spectrum 

Stop playing Winter Wonderland. You've got to check the reindeer’s 
antifreeze, eat a ton of mince pies and drink fifty gallons of sherry 
before six o'clock. 


MARGO PORTEOQUS ~ Spectrum " 
Drop that sword, get on your sleigh - and kill the dragon on Boxing 
Day! 

Did you have to get lost in the maze on Christmas Eve? 

You and your “I‘1ll just see if it loads"! 


DAVE BROWN —- Amstrad 
Oh no! When I said "Get loaded up," I meant the sleigh not your 
blooming MICRO! ! 


RICHARD BATEY - Spectrum 
Blame Jim O’Keeffe. Ever since his visit last year I can’t stop 
playing the thing! 


PAUL SAWYER - Amstrad 
Hang about - I’m just waiting for Frodo and Strider to reappear. 


LON HOULSTON - Amstrad 
No sweat elf! I’ve already "saved" our bacon. I’1l just “restore” the 
month of December to start again. 


HARBARG GIBE - BBC 

Have I still got enough time to add a subscription to "Adventure 
Frobe" to my Christmas present list? 

Many thanks to everyone who took the time and trouble to enter. 
Frizes should have been receivec by the time you read this. 


Sandra 


HEE EPH AIEEE EEE EEE EE EN EERER EAE HEHE EEE IEE HET IEEE HE EES 
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HERA RIERA EM MEE EEE HEE MEARE MR EEE eS SOS FC EI 


+ MARLIN GAMES PRESENT 2 ADVENTURES FOR THE SPECTRUM: 
** CLOUD 99 me AND ®* THE JADE STONE mx > 


CLOUD 99: 2 versions of this Game on one taPe (48k is text only: 128K 
has QraPhics): @ light-hearted adventure in which you must exP lore 
the Weather City of Cloud 99 and restore the weather!!! 


THE JADE STONE: Rescue your fiance from the evil Mallumo: your chance 
to be 2 heroine! A game with @raPhics for 486K and 128K Spectrums, it 
comes in two Parts, "... consists of some clever Puzzles, and some 
obscure ones ... lots of user-friendliness" GAMES MACHINE Feb 19288. 


x Price £2.95 each, or both for only £5.75: send cheque/PO0 to: x 
MARLIN GAMES, 19 Briar Close, Nailsea. Bristol. BAILS 106 now! 


RAHA ED AREA RHA SARAH ARASH HATER EA ATR NATE ARTO SAH RTHETER HOR OHTA HIE BER IIE 
ee ADVENTURES FOR COMMODORE AND SPECTRUM woke 


SPECTRUM 48K * 
TaPe 1. The challenge & Davy Jones Locker. 
% Tare 2. Witch Hunt & The Cur. 
7 TaPe 3. The Hatnmer of Grimaold & Mutant. 
TaPe 4. Realm of Darkness & Matchmaker. 
TaPe 5. The Jade Necklace & Lifeboat. NS 7 
COMMODORE 64 
Tape 1. The Hammer of Grimmold & Lifeboat. 
Tare 2. Realm of Darkness & Mutant. x 
TaPe 3. The Jade Necklace & Matchmaker. 
Tape 4. Witch Hunt & The Cur. 
Disc 1. The Hammer of Grimmold - Matchmaker - Mutant. 
Disc Z2. Lifeboat - The Challenge - The Jade Necklace. 
Disc 3. Realm of Darkness ~ The Cup - Witch Hurt, 


Each tare costs £2.50 and each disc £6.80. The advertures on disc 
load in 15 seconds. Cheques/PO‘s to: 


J. A. Lockerby. 44 Hyde Place, Aylesham, Canterbury, Kent. CTS 3AL 

HAHAHA HHI HA ARASH A HAIER FAIA LEA AG LIES ASEAA HRA FAITH IRA HAIRED 
ADVENTURE FOR SPECTRUM * 

DOWBLE AGENT costs just £3.95 for which you get a very original 

adventure: a bors (just for fund adventure, and the chance to win 


£356 for the shortest correct solution accomPanied byw mar, 


Cheques/Postal Orders should be crossed and made Payable ta T. Frost 
and sent to: 


TARTAH SOFTWARE,61 Bailie Morrie Crescent. Montrose, Angus. DDIG SLT. 


K {Send SRE for details of other Tartan Adventures? te 
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eee HELP UL HINTS tem 
MAT LUCAS ~ Jackie Holt. 


For the Password at the Qravestone listen to what the two characters 
an the club are saying. 


Order a drink. 

Break 2 leg to find a maP. 

Rest in a Pleasant cove. 

Buck and the arrows miss you, 

encosescecmcmesnesncaresesseesercsnessssesesesseneessseaceScsesessess 
STAR WRECK ~ Jackie Holt. 

To release the Krall smash the door in Engineering 5. 

TelePort to the generator then rePair it. 

In the hold smash the tank and release the beast. 

peueeeasecasceseseessceesesssssnssecseeesesenesescsssscceeesessescsss 
WITCH HUNT - Jackie Holt. 

Wave the wand inside the marquee and by the outline. 

Throw the book at the vampire. 

sussesccssacmtonessssssesseecsesmessetessessssaRsE esses eseSES Ss 
MATCH MAKER - Jackie Holt. 

You need a frog to JumPthe chasm. 


Can't climo the Path? - Throw the ball for the corgi. 


WINTER WOHDERLAND - Linda Friend. 
TO GET THE HANG GLIDER KI1 
You need the magazine, the Pen, the scissors and the stamp. Ther CUT 
MAGAZINE. FILL FORM, AFFIX STAMP. GIVE FORM <to Postman, rot counter 
clerk » Tne Parcel will be delivered to your hotel room. 
pobusmessacsessasassesscesensassessesssssscesessessssssasaeseesssssss 
TEN LITTLE INLUIAN: ~ R.H.Rainbird. 
Tie rope to Gatehouse window to enter Grounds of the house. 
1963 oPens the safe, but not in the house. 
stamP foot on rotting floorboards. 
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STRANGE GLYSSEY - K.H.Rainbirad. 

Arm yourself from the beginning and get shovel. 

Wear SPacesuit when reading shows atmosPhere harmful. 

Shoot the boulder! 

BaSrSkStR CAS eS RANKS RSE RSE RSS EMEMEM ERE REAR SRERE CEES EASE RES S 
MYSTERY FUNHOUSE - R.H.Rainbird. 

To Get coin, stick chewins Sum to tree branch. 

Pull blue handle to get sign. 

Pull 9reen handle to Get tramPoling. 

JumP on tramPoline after dropping it in Pit. 

BSueoRo oe EERE REESE SESE SSE SSSR Eos See SEE Ses eESRSsSSSsaecesscSs= 

FEASIBILITY EXPERIMENT ~ R.H.Rainbird. 

Rocks and crevices can wield useful obJects. 

Examine tree. 

Lown for 3a sword, then North for a Treasure. 


The lame needs a strip for a wick, a flint and some oil. 


GULDEN VOYAGE ~ R.H.Rainbirsg. 
Always wear sandals when walking ashore. 


Galling Procedure: 

Weigh anchor, set course, climb mast with telescoPe, look telescoPe, 
and if land sighted, down and drop anchor. If no land sighted. ub and 
look telescore. 


Always make sure anchor has beer dropped before leavings shir 
otherwise it will not be there when you return. 


REBEL PLANET - Walter Fooles. 


Inside the Arcadian Hotel, talk to the recePtionist. he then 
collarPses, INJECT AMPOULE. EXAM FIST, get the disk you find in his 
fist. locate the COS-MOF and buy all that is on offer, locate the out 
of order Visi-Phone: INSERT DISh INTO PHONE. Cthe floor slides away 
to reveal sewer cover, REMOVE COVER, (need the Diltractor, UOWH. The 
route through the sewers to the oPenins S/W. No No EE, S, fire the 
rope gun then climb, you then meet. the underground, the answer to 
their question 1s SAROS. 


RRPRRPERERERRERRRERE DG REREAD ID ERR REE ERED BRD BRR AHR RERGAR AR Be RH 


28 


eee FREI SLOW CORNER aoe 
REREL PLANET - Walter Pooley. 
The Lite Kube lets wou carry more, tc Get things in and out:- 


DROP .... INTO KUBE 
GET «ee. FROM KUBE 


The laser sword will exPlode if left on-- 


ACTIVATE SWORD 
DEACTIVATE SWORD 


To Get your equiPment from the VYalet:- 
SAY"HELLO"TO VALET" The Quotes "" are imPortant. 
To use the disrernser:— 
INSERT CARD INTO DISPENSER 
Snuomnesessosssssessssseseeracsseesesee seems sess eecssasaeSssss 
LUDGIDS - Robert Shirley. 
The Passwords 
Part two = COLD - STURE (The SaPs are imPortant! > 
Part three = DIODUL 
Part four = MINISUE. 
Bucissisesasssscrssssesasesssses eer anassnesesasssesssssaesessseessess 
MAT] LUCAS - Bryan Rowe. 


Faulty ¥Yending Machine 


KICK MACHINE. 


Carpet - ROLL CARPET. 
Vase ~ UPTURH VASE, 
Sate - SET DIAL TO woes 


The answer to the Password 1s ~- QUT. 


Joe°s Place - KNOCK ON DOOR, 


APACHE GOLD - Linda Friend. 


FEEL HORSE, FLICK REINS SHGW HANDEAG to crocodile, 
PUT JEWEL IN SKULL, EWTER MINE PUSH EOULDER, PUSH HARD 
BHTER CANOE. PADULE (You. need the thin branch, 

REFHIF DISTILLER, MAKE MUOHSHIHE (Need PiPe,corn full bottle.» 


HD ERR HRE RRA AARRHH RED DHEA GRIER RA ARE REH RAD RA HSER AH RAR HERR HB RH 
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BE See ap: 


CBIECTS AND THEITF USES mame 


INHERITANCE - PANIC IN LAS VEGAS - Linda Friend. 


OBJECT 


Iron 
Candelabra. 
Trumpet 
Ring 

Pen 

$86 

Gur 

Torch 
Cactus 


8S BE ES Se So Ss aS a SS Soe 


Key 
Lamp 
Treasure 
Armour 
Coin 
Orb 
Bottle 
Beer 
Axe 
Cake 
thud 
Phote 
Rod 
Watch 
Bomb 
Lance 
Sword 
Turkish 
Delight 


Suit 
Phaser 
Shovel 
Pick 

Ice hound 
Rod 

Beit 
Metal 


pert trpre 


pfdterpay:tbt ered 


~ Give it to the Write Rabbit. 


GIVE TO 


Woman. 

Chinese Man. 

Black Man. 

Bald Man wearing wing collar and bootlace tie. 
Balm Man wearing ordinary collar and tie. 

Man with sduashed nose wearing hat. 

Man witn turned uP collar wearing hat. 

Man with Pencil behind his ear. 

Man with squashed nose and cauliflower ear. 


SAAC S SKA GK ISS KKK SAK SSS SK SSS SSK SSM MSS SSS SS SS SSSR RSLS TS 


CUSTERIS GUEST - Jackie Holt. 


Uniocks the chest. 

Light 1t to find the treasure 
Give it to the dragon. 

Wear ait. 

Give it to the Peasants, 

Urof it bys the Necromancer. 
Drink it to enter the rabbit warren. 

Drink it. 

Throw it at the Chandelier. 

Eat it after sou’ve left the rabbit warren. 
Throw it at the troll. 

Drop it by the necromancer. 
Wave it. 

Give it ta the Time Creature. 
~ Throw it at the Green Door. 

- Not needed. 

- Mot needed, 


STRANDE ODYSSEY - Jackie Holt. 


-~ Wear 1t outside, 


- To stun or destroys. 
~ Jo dig with. 
- To dig with. 


- Drop him to find a diamond. 
- Full. Push then break it. 

- Wear it and twist buckle. 

- To oFer the hatch. 


KRAREERAE DARA DIR RAR DED AERA EDAD EER RHR ERD RARER ERG ERE RRR RH RH HD 
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ee SER IALISED SOLUTIONS sa me 
FUDDG AND SLAM be Alan Phillips 
PART ONE. 


You start on the Main HiShway, South of “Icy Wastes" so EAST. ERET. 
NOFTH in the Garden, a spade 18 here and the burrow to the west, 
EXAMINE HEDGE you find an old tunnel covered in cobwebs but you can’t 
get through ~ yet! GET SPADE this 1s PoPPed into the backPack as are 
most things, if you want to see what 1¢ in the backPack just type E. 
You shart with matches, candle stub, dagger, a Pibe and some Pirhe 
weed. SOUTH, EAST. EAST. EAST. EAST. EAST edae of murky weeds. SOUTH. 
Ahar. here’s Good ole doPey Slam. to get him to do things of answer 
you, talk to Slam then type what is wanted. For the moment though, 
TALE. TO SLAM, he turns to listen, GIVE STRING TO ME. He delves into 
his. Pocket and Pulls out a Piece of string and it Soe. into the 
backPack, NORTH, EAST. Alien sPace-shif is here. if you examine the 
shiv. little aliens come out and you run aways. so CALL SLAM he turns 
up. TALE TO SLAM. he listens, ASE FOR HELP WITH ALIEHS. He loo 
through his issue of “Crush” but says that Rooster CHrewster? knows 
nowt, but drops a Haxby Poke. GET FOKE. TALE TO SLAM, USE POKE, Slat 
Gets the Poke and flicks it at the alien shiP which Promptly 
dissaPears, Slam says "The Haxby hackers Pokes aluays da that’. Now 
there is a was through to the east - tut not vet. WEST. WEST. WORTH, 
HORTH: In olde shoFPe. wizaned Elf 12 here. TALK TO ELF. He says you 
can bu an axe. ar adventurers kit and some food, BUY AKE, Elf 
charges 1 gold coin which if your last, of well. €asy come e#asy "BO, 
the axe Goes into the backrack. SOUTH, SOUTH. WEST, WEST. WEST, WEST. 
SOUTH, on Grassy mound, tree’s here. CUT TREE, ‘rou cut down the tree 
with the axe but cart move it oan your awn aa CALL SLAM: ROLL TREE. 
Together vou move the tree and it lands ain the river then floats 
BWA. 


HORTH. EAST. ERST. EAST. EAST. EAST. SOUTH to by stones. bridge now 
made with tree that floated down river and caught between the stones. 
CROSS RIVER. Don’t cross if you already have the ladder oor  sounill 
lose it! SOUTH. WEST. you are by a cliff and you can see an orening 
but you can t reach it. so CALL SLAM. CLIME SLAM. Tou clamber uF Poor 
Slam and enter a cave, there are some leaves here and another exit to 
the east, this leads to the war zone sa don’t bother. MOVE LEAVES 
and you find some breadcrumbs and a dead bear. SKIH EEAR. You cut 
off the fur with your trusty dagger and now have tua small coats one 
of Which you wear, TOW, Slam is here and sou throw the other te 
him. EAST. WORTH. CROSS RIVER. HORTH. WEST. WEST. WEST. WEST, WEST, 
WEST. WEST. SOUTH you are ato a three was junction. EAST. EAST. EAST. 
back of laughing bear, GET LADDER which 1s too big te Go ain the 
backpack so youll have to carry it. NORTH. WEST. BEST. NORTH, EAST. 
NORTH. You are at the icy wastes, if you go here without the bear 
skin coat you freeze to death - there 1s a crown here. GET ICE CROWN, 
SOWTH. EAST, EAST. EAST. EAST, ERST. ERST. EAST. to where the alien 
ship was. SOUTH wou are an the war zone. Because you have the 1ce 
crown the armies stork fighhing and agree to fight vwueth once 2a year 
and share the crown. put leave weapons behind and head off to the 
Lausanne Bear. SEARCH WEAPONS and wou find a sword, GET SbORD, If 
you examine the sword you will tind it 1s a dragon slayer. 


SERIALISED SOLUTIONS 


PLUNDERED HEARTS — Mandy Rodrigues - Commodore 


Part 3. 

The only cell I found was empty in this direction so I went back to 
the bottom of the stairs and went south. There was a large pool of 
water filling this room and to my horror a large crocodile was lying 
half in and half out of the pool preventing me going further south. 
It had its jaws wide open as if waiting for food. This made me thini.. 
I had the salt pork and also a sleeping drug! I put some of the drug 
on the pork, gave it to the crocodile and waited. After a few moments 
it closed its eyes and fell asleep. 


I raced south as fast as I could and found myself in a dungeon. There 
was 4 pair of manacles hanging from the wall and a trapdoor set into 
the floor. Thinking that my father was under the trapdoor 1 opened it 
quickly but found that it was just an old well shaft. I followed a 
passage west and came to a locked cell door' I unlocked it and went 
inside to find myself immediately enfolded in my dear father’s arms. 


I examined my father to make sure he was unharmed and he quickly teld 
me that we must get out of here as quickly as possible. He had a 
plan, whilst he went to the kitchen and rescued Lucy I must find Nici 
and tell him what had happened. Then we would all meet at the beach. 


I led my father back to the library and, spotting the window, he bade 
me farewell and climbed through it. I headed back towards the foyer 
but te my horror I saw that Nick had been captured by Lafond’s’ men 
and they had beaten him dreadfully. I longed to run to his side but 
he was dragged away before I could move. At that moment the butler 
Came up to me to tell me that Lafond was waiting in his room for. me. 
There was absolutely nothing else to do but to meet with Lafond and 
see if there was some way to defeat him and release Nick. 


I went up the stairs and opened the ornate door. Lafond ushered me 
inside and handed me a blue goblet of wine. He drank from a green 
goblet and forced me to drink mine. I did so and he seemed pleased 
that I was going to be so little trouble. At that moment Nick burst 
into the room determined to save me and kill Lafond! I don’t know how 
he managed to escape but I was so pleased to see him. I screamed in 
horror as, before he had time to attack Lafond, Crulley and the 
Butler grabbed him from behind and beat him senseless. “Take him to 
the dungeon and don’t let us be disturbed again," commanded Lafond. I 
sighed resignedly, horrified at what had happened to Nick but 
determined to defeat Lafond myself! 


“Pour me some more wine while I change into something more 
comfortable," he commanded and turning his baci to me he began to 
remove his clothes. 


Tohad the drug and if I was quick I could slip some into his wine but 
I hesitatec. If I put it into his goblet he could change them over if 
he suspected me. Then again if I put it into my blue goblet then the 
same thing could happen. I decided that it would have to be the blue 
goblet and-.poured wine into both goblets and added the drug to the 
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blue one. As 1 was doing this the Butler returned with a tray of 
chicken and spices for supper. When the Butler left Lafond said, "Fut 
some spices on the chicken my dear." 


I took a pinch of spices as he turned to take the goovlet of wine. 
Just as 1 had thought he began tc smile and say that he didn’t trust 


me and that he was sure I had put something in the wine! Il was 
undone! 


I panicked as he reached for me and told me I must taste both 
goblets. I blew the spices into his face and could have shouted for 
joy when he was momentarily blinded! He stumbled from the room 
smashing the green goblet on his way. I needed help and fast! 


Lafond would kill me for sure now. I grabbed the silver tray that lay 
upon the table and waved it frantically in the moonlight which shone 
through the window. Thankfully, 1 Saw an answering signal from the 
ship almost at once. I began to run from the room but ran straight 
into the arms of the leering Butler who ushered me back into the 
room. I didn’t know quite what to do so I decided that perhaps I 
should try to use some of my charms upon him. If I could get him on 
my side then all would be well. I smiled and offered the blue goblet 
of wine to him. Of course! That one contained the drug! I watched 
anxiously as he downed it and waited patiently for it to take effect, 
within moments he fell to the floor in a deep sleep. 


Iran through the door and south to the gallery. Here I waited a 
while just to avoid Lafond who could have returned at that moment and 
found me. The pirates arrived from the vessel and swarmed into the 
house. Now I felt safe to go down to find Nick. In the foyer I met 
Cookie who asked me where Nick was. I told him to follow me and raced 
as quickly as I could to the library. Cookie followed me and watched 
in surprise as I repeated the procedure to open the secret door. As 
it swung open we races down the stairs and headed for the dungeon. 
The crocodile was wide awake but, before I could do anything, Cookie 
shouted that he would take care of the crocodile while I saved Nick. 
As he dived into the pool I rushed south to the dungeon. 


My darling Nick was manacled to the wall! Crulley had whipped him 
into unconsciousness and blood flowed from the open wounds on his 
back! I wanted to run to him, but as I entered, Crulley turned = and 
begantsc use his whip to push me backwards towards the open trapdoor 
and certain death! There was WNick’s rapier lying in the shadows 
nearby and I snatched it up and faced Crulley. He didn‘t seem at all 
worried that I held the rapier, in fact hic grin just widened and he 
cracked the whip at me once more. I had no idea how to use the rapier 
but I had to do something so I attacked furiously with it. Crulley 
was surprised momentarily and stepped bac: nearer to the open 
trapdoor. I attackec once more and nicked his chest with the rapier. 
He stumbled backwards into the well. I looked down expecting to see 
his smashed body an the rocks far below but instead, to my horror, I 
found that the hook which replaced one of his hands had = stuct. into 
the wall of the well and he was slowly climbing back up again'! 

te wake Nicht somehow. Taking the smelling saits from my 
ule I woke him with them and he asied me if I had the key to the 
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manacles. Of course the large key from the cell door wouldn’t fit but 
I did try to pick the lock with the brooch. It worked! Within seconds 
Nick was free. He grabbed the rapier and shouted that Lafond must die 
for what he had done to us all and he raced from the dungeon. I raced 
after him and, joined by Cookie, I ran back up to the library. As e 
arrived we could clearly hear the sound of a duel. Rapiers were 
clanging and I heard a woman gasp. Nick, in his weakened condition, 
stood no chance against Lafond! 


I had to help him somehow. The ballroom was blocked and I couldn’t 
enter so I raced upstairs to the gallery and looked down. Sure enough 
Nick was losing ground and the end couldn’t be far away! I had to get 
to him. I climbed down the rope and by all the luck in the world 
managed to land right on top of Lafond. Knocked unconscious he lay 
still on the ballroom floor! 


My father, Lucy, Cookie and Nick shouted at me to follow and = they 
raced away for the beach as fast as they could. I would have followed 
immediately but I had dropped some of the items that I thought I 
might need sc I stopped to pick them up and ran after them. 


When I arrived at the beach Nick was waiting for me. The others were 
making for the skiff in the shallows. We were about tc follow when 
there was a shout from the top of the cliff and we turned to see 
Lafond and his dragoons there with their pistols trained upon us. 
There was a shot and Cookie flung himself in front of Nick and the 
bullet meant for Nick hit poor Cookie in the back. This enraged Nick 
andhe shouted to Lafond, "Come down and fight like a man!" Lafond 
shouted back that he would, on one condition. If he won then I. would 
belong to him. 


Nick turmed to me and I saw all the love in his eyes that I longed ro 
and knew that he must take the chance or all would be last. Es teid 
him yes and Lafond jumped down the cliff and the duel began once 
more. 


Lafond had dropped his pistol and 1 grabbed it and loaded it with the 
powder horn because I fully intended to kill myself with it aif Wick 
died. But Nict didn’t die! He was so brave, he killed Lafond quickly 
and easily. He bent and took the ring from Lafond’s finger and as he 
did so I noticed that Crulley was aiming his pistol right at Nick’s 
heart! There was no time to lose. I raised the pistol and shot 
Crulley dead! 


The battle was finally over. Nick turned to me and took me into his 
arms. "My darling, will you sail with me to America and start ai new 
life as my wife?" he asked tenderly. I clung to him almost fainting 
with delight. This was not the end of the story - for us the story 
was just beginning...... « 


eee GETTING rol STARTED oe 
GNOME RAHGEF - GAME OWE by Maureen Lamb. 


You. start outside a little shor at the end of 3 north south road. 
Koock On Door, Waits In. Wait (Until Cap oatfers yau an ervelores, 
Take ErweloPe. Take Shovel, Go To Fuddle, Examine Puddle, Take Coin, 
Go To Brambles, Examine Brambles. Take Hair. Go To Marsh, Take All, 
Wait “Urtil Eagle or Some other creature apPears) Follow Eagle, Allow 
the Easle to carture you and take wou to her nest. Examine Chicks. 
Hit Chicks with Shovel. Yeu will be rewarded with a Silver Bell. 60 
To Cottage. Look Through Gate. Ring Fell. Wait for Eagle to aPPear. 
Eagle. a0 north and take Peo then find me and Give Peo to me. Wait 
funtil the Eaale returns and Gives you the Peg. A dos should appear 
at the same time.) Follow dog. Keer frllowing the dog until he meets 
3 Pack of degs and they will Give you a whistle. 


GHOMNE RANGER - GAME THO be Maureen Lamb, 


You start Part tu in the Garden of a cottage where an old man asks 
you fo fake a tes leaf so that he can make you some tea, Examine 
Thistle Clump, Take Thistle Flower. Examine Fowan Sapling, Take 
Rowan Berrsy, Examine Elder Take Elder Berry. Examine Miri. 
Clume. Take Mint Leaf, Take Take Tea Leaf, Go to Kitchen, 
Take Bulb. Take Seed. West. RKead kook, Keep repeating the dast 
command until gou have read through all the books ard nobed down all 
the information on the making of Potions etc. Go to Garden. Plant 
EFult. Take all, Flant Seed, Go to Kitchen. Put Elder Berry ain iron 
Pot. Put Thistle Flower in iron Pot. Put Rowan Berrys in iron Pot. Fut 
Mint Leaf in iron Pot, CYou should now have ar Animate Potion. Geo tea 
Garden. Fut Animate Potion on Greenslave. East. Dror ComPost. best. 
Ue. Dovun., Treehouse. go east, East, East until you get to the Hedge, 
Go to Garden. Get Thistle Flower, Get Eider Berry. Get flint Leaf. Get 
Rowan Eerres, 60 to Kitchen. Put Thistle Flower in iron pot. Fut Elder 
Berrs in iron Pot. Put Mint Leaf in iron Pot, Fut Roway Berrys in iron 
Pot, Go to hedge. Fut Weedkiller Potion on me. East, 


BRLLYHO - by John Herbert 


You shart In The bi .» Go scoth and you will find a midger tesins te 
reach the drinkin: fountain, Lift Midget, 66 South and examine wason, 
there 1s 4a Pole under the wagon, take Pole, Go north, north, north, 
climb ladder, keer Going east along the tightroPe with the aid of the 
Pole urtil you come to the other Platform. Get balloon, 90 west until 
you reach the other Platform, go down south. south, weet. south and 
weet rite the Prop tent. Hide, listen to the conversation of the 
men who enter the tent. Take suit. : ; ' 


raret ki 
Lest. 
wear mast. kath oon door. south. examine ashtray, Bet ash 
newebrink. read mewshrant., you will get thrown out. crawl under 


Bet uid say uch 3a feu tame 
norte. © 
hur neta le. 


until the Pain subsiges, Bo 
Purch out Pink hole. evamine turnstile. Put ticket 
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BIG SLEAZE - by G.L.Wheeler. 


Examine desk, Get Flask, North. Get Mac. Marth, Down. Unlock door, 
OPen door. South: South, Get in car. Drop Lucky, Drof Flask, Examine 
Mac. (Crowbar falls outsGet out. Examine car, Get Dynamite. North, 
North. UF. South, South. Put Dynamite in keyhole, Wait CUntil she 
arrives). Get Cheque, LiQht Fuse. North, Wait Until dog arrives>, 
Dror Lighter. Get Photo. Get Cheque. North. Down, South, South, Get 
in car. Drop Cheque. Dror Cheque, UroP Photo, Get out. North. North, 
Up. South, South. Get Waliet. Get Battery, Get Gun, Get Key, North, 
Foun. South, Close door. Lock door. South, Get in car» Drot Wallet, 
Dror Key, Get Flash. Put Batters in Flash: Drop Flash, Join Wires, 
Urive to Joes, Get out. North, North. Examine Wall. 


Bone OF THE DEAD - by Mike Wade. 


Break ESS ~ Get Enife - Scuth - Shear Sheer ~ Dror knife - South - 
South - Wash Fleece - East - North - Examine Weights - Lift. Weights - 
South - Get Boulder - South ~ Put Boulder in Mangonel - Fire Mangonel 
- Horth - Get Ibis - North - West - Pray to Amon-Ra - South - North - 
Get Fleece - South - Pluck Ibis - Drop Ibis - Throw Fleece over cliff 
~ Throw Guill over cliff - Down - Get Fleece - Get Guill - UP - Get 
Robe ~ East - Dry Hermit with Fleece - Read Scroll - Cure me - East - 
Examine River - Get Stilts - Wear Stilts - East - East - Worth - 
Horth - Walt - North - Something - North - Down - Get Coin - Up - 
Weet - West - East - East - THEH.....0. 


EPRRER SERGE ED ERED ARE EEEHED ER EREEERRREERAREER ER RRLED EG HERE EERE EDD 
* (lt) ADVEHTURE FOR AMSTRAD ADVEMTURERS #!!! oe 


Enjoy an amusing lighthearted rome on the Isle of Mersree as you try 
to solwe “THE © 


va 
ASE OF THE MIXED-UP SHYMER-, 
*#% Text only - Guaranteed to contain NO mazes! |) me 
##% Available for Amstrad CPL machines MOM! | ieee 
eee Price £1,995 on cassette and £4.25 on disc, eH & 
#94 Or send £1.25 and formatted CFL ##4 


HE The cassette coPies have been Protected, 


Cheques “POs shold ed and made Payable to 3. Sharkey. and 
sent to re Merton Koad. Highfield: Wigan. WHE SAT. 
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KINGS ANL GUEEHS UF THE CASTLE 
DOREEH BARUON, Lendal Cottage, High Street, Slingsby. York. Uo (AF. 


Feter Pan, Secret Mission: Ludcaide Pt 1, Price Uf Magik. Curse of The 
? Faces, Survival, ProPhecy 1, Wychwood, keturn Of The Warrior, 
Buffer Adventure, Lost Urb. Holidas To Remember Ft 1, Rigels kevenge. 
Red Toot. Yellow Loo, Guest For The Holy Joystick, Fantasia Diamond, 
Jembie Of Terror. Mchensie, Karyssia Ft 2, Shard Of Inovar, Soho Sex 
Quest. Plax It Asain Sam Ft 1. Insbector Flukeit, Holidays To Remember 
Poe. Demon Lord 1 Fortress Of Fears, Demon Lord 2 CForbidderi 
Forest). Colour Uf Magic. Winter Wonderland, A Harvesting Moon, 
Wizards Urb. Play It Again Sam Pt 2 Ludoids 27S-"4. Mindstone. 
Treasure, Hammer OF Grimmold and Castle Of Tine Skull Lord. 


PAUL SAWYER, SY Everard Street. Barry, South Glamorgan, CF 6FA. 


Lord Of The Rings. Durseons Amathyste Alchemists “no Eversthin’. 
Necriz Dome ana The Lase Of Tre Pixed-UP Shismer, 


JACKIE HOLT. Gé Eland Street, New Basford, Wottingham. NGF FET. 


Hdultia, An Everyday Tale Ot A Seeker Of Gold. Arrow Of Death, Barsac 
The Lwart, Bugs, Castle Elackstar. Lastle Eerie, Castie Thade. Crown 
G+ Ramhoterp. Crystal Frog. Cuddies. DragonecesPt, Day Tries. bemon 
From The Warkside. Devils Island ¢Gilsofty, Dodgy beezers, Uoomsaas 
Parers (2 & 5S, Uragonsiayer, Encounter, Escabe, Escare From Devils 
Isiand, EscabPe From Fulsar 7. Esrionage Island. Excalibur, Eye Of 
Vartan, Final Mission. biants Adv. Golden Roze, Ground Zero, 
Hampstead, Hexayonal Museum. lice Station cero, ILnea Curse. The 
laterno. Invinzible islanga, harystia. Kaylerh, The Keerer,. Leo Wanker. 
Mindbender 1, Molesworth.  Moaretes Jewels: Mountains OF Ket. 
FhilosoPhers Stone, Prince Of Tandai. Frobheces Une, Prospector 
jartan & Centrale, Q/FeTebolden Esgcur. Return Of Tre Warrior. Sea 
af Lirun. Seas Of Blood. Shard Ut Inevar. Shik Ot Doom, Shirwreck. 
Sidney Affair. Soh ¢ Quest. Tne Sorcerer tT.,bilbertes, SPoot, 
Statt Of Zaranol. Subsunk, SuPergran. Temble Of Vran. TemPle Terran. 
Time Of The End. Urduahart Castle, Warlord, bizard Scrolis and 
li chiood. 
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(lt BRECIAL OFFER TO PROBE READERS |!!! 


count of fe an 


THCEMTIVE SOFTWARE have kindis offered a special disco 
= of Adventure Frote | 


all their Medallion Advevtures for reader 


WIHTER WOHDERLAHL - Br 
APACHE GULL - CEM s 


Amstrad CPL, BERL EF - 
Amster ac 


ELACE FOUN TAITHe SHAR FE 2 LE Ams < 
MOUHTALHS OF REP Tur SECr Fe Ams tra, 7 
BAP TSS lA om SRECT Oui Sa 
HOW ARHAUATEL HUUSE = Amstrad CPI. se 
euulARe THE SEGRE: WF LIFE - Cb ce ~ 
HHE Hoikh FROM UUTER sPricelrAbuis 2 TUOTH - CEI pe = 


Lhedues ¢ FU: shoutg be crossed ang made Payable to Adventure Probe. 
Urgers shovid pe fent to Auvecture Froobe. 
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#ae% AMD S HOTLINE mee 


If you have ans Queries about Probe, Subscriptions or would just Like 
to chat then Give me 2a ring on U45e 77305, I will be available at all 
reasonable hours but I like to relax after 14m and. of course: I 
sometimes have ta go out, 
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TELEPHONE HELPLINE Fee 

CSPectrum 

ALF BALDWIN - Tel: to Sat i0am to Sem 
MIKE WADE - Tel: to Fri 6Pm to 7PM 
JACE HIGHAM ~ Tel: ta Mon Fem to 1Orm 
WALTER POOLE - Jel- reasonable time, 

TOREEH BAR DOH = Tel: S625U9 Any reasonable time. 

ALLAH PHILLIPS ~- Jel. 01 482 6205 Mon to Fri Spm to 10pm 


Saturdays and Sundays 4Pm to 6pm and Spm to 10pm. iPlease don’t Phone 
ato any other Lames, 3 


CSpectrum & Amstrad 


GRAHAM WHEELER! ~ Tel: O25 26919 Sun to Sat 1ifam to Lepr 

SUE BURKE - Tel: O61 6530005 Mon to Sun tae to LOR 

CAmetrads 

DOUG YOUG ~ Jel. 01 6215065 Mon to Fri Ewenings 
Weekends (anytime, 

JAM PAHCOTT ~ Tel. O305 Fetish sun to Sat Hoon to LOPm . 

ISLA DOMALDSOH ~ jel O41 sS40e0e Sun toa Sat Hoon to 12pm 

CRE 

BRR EAR A 


BASS IHG THWALGHTE - Tel: O535 26174 Sun to Sat ian to 1oem 

FLERSE MARE SURE Out ONLY RIMG AT THE TIMES SHOW 
lf vou would like to woiunheer for the telephone helPline then send 
iti your nanes telerhone number. make of machine, and state 


And Lines when you would be availabie. ; 
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Ree SOOTHSATER sie 


SULOIHSAYER 1¢ a monthly magazine for adventurers. 
and is Packed full of solutions, maps and uP te 
date news on the Latest adventure releases. A must 
tor every adventurer ! : 


pend £1 for a samble coby to-- 
John Fe, Faryetes, s2 Merrivale Road. Risinsbrook, Stafford, STI? SEE. 
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#44 SOLUTIONS #44 


The following solutions and hint sheets are available from Probe at 
enh Per solution ‘this 12 to cover the cos ts 1, (Ss after the name of 
the adventure indicates a comPlete ster ty step solution and H) 
indicates a hint sheet tor that barthicular adventure. 


ALTHIF FOUR ¢H> AeCTEC TOME PART 1 “Ss ARROW OF DEATH PARTS 1 AND 2 
LS0 HRHOLT GOES SOMEWHERE EL>E ¢$) ATHLAH ws APALHE GOLD 6S) ALIEN 
CS APTERSHOCE ¢S) AVEHTURELAHD (Ss ALVENHTUPE GUEST «629 ADVENTURE 
146 45. BULPW AWD THE LISARL RING 6S) BORED OF THE RINGS CH) Boo OF 
THE DEAL ¢S) FEAILE QUEST ¢S) BALLYHOu CSs THE FliGIT «+S: THE BEEF: 
HUHTEF «9 THE Eli SLEAZE «5: BLADE OF BLACRPOOLE «52 EOQFROWED TIME 
(Se BUCKAROG EAHA] os BRAM FREE S2 PARHES BROW AMT THE CHICHKGu 
COMHELTIOH ¢S2 THE BLACR EHIGHT «Ss CROWH OF PRANHOTEP fos COLOSS 
CAVE ADVENTURE Hs THE CHALLENGE c CHSTLE OF RIDDLES ¢€5) CLR: 
ALVEHTURE «Ho CRYSTALS OF CARLIE ¢ THE GUP “So THE GURSE is: 
RUS TEFL GUEST CS) THE CPSs'STAL FRCL fo) CRACKS OF FIRE 133 COLOUR OF 
MAGIC 6Ss THE COUNT 6S) CASTLE COLDITZ «Ss COLDITZ CIRCUS ose 
CASTLE AIVENTURE Ch) CLOUD 33 0H) CASTLE BLACK TAP CS CUTTHROAT «He 
THE CASE OF THE MIAED-UP SHYMER CH. Dna) GEEZER: (SS. DRAGOH’S TOOTH 
CS UYEMOM FROM THE DHRRSIDE ¢f2 DAHGER MOUSE IM THE BLALE FORES) 
CHATERW PART 1 659 DEMIS THROUGH THE DRIWKING GLASS (2) DESERT ISLAHD 
(Sy URHGOH OF NOIACHRE «=. TUHGEOHS. RAMETHYS ALCHENIST2  °H 
EVERYTHIW <2 DRACULA OS) DEAULINE ©. DUMbECH ADVENTURE ©S) DRAG 
SLAYER «Ss E PE FROM KHOSHIMH «52 EWERDEM ENIGMA «Ss ESP IOHADE 
ISLHHT) 65) EXCALIBUR was EYE OF BAIN oS: EMPIRE OF RAP CS) ERIP .THE 
VIKING ¢5> EWCHAHTER o°Ss FOOTBALL FREHeY (Ss FUDIO & SLAM 1S) 
FANTHSIA DIAMOND «Sh. FINAL MISSIOH “Ss THE FOURTH SARCOPHAILIS «59 THE 
FOREST Al WORLDS ERD (50 GNOME RAMGER Cho GORLIH TOWERS «Hd THE GUILD 
OF THIEVES ¢S) GREMNLIHS ©S2 HOLL YMOU HI-JINES ¢53 THE HULK ¢H) 
HANMER OIF GRIMMOLD «2 > HOWNTED HOLISE ¢S> HERUES UF RKARN «Ho THE 
HOBEI] Hy HAMPSTEAD OH: INFIDEL «Ss KENTILLA Hy LIFETERM «Ss THE 
LURE IMGs HORROR ¢ 50 LEATHER Ones OF PHOEGS «He LOR) OF THE FIIs 
CA THE LORDS OF TIME CHS MHI, LUEHE <«S) MERHUWHEE’S LDH = ao 
MOLESWORTH ©S9 MIHDSHADUD CHo MORDOH S GUEST «5s Isde MISSION ots 
MALPETH 1 (Hs MALRETH 2 © H? THE O UNE ¢Ss ONE DARE NIGHT “Hs PIRATE 
AIVEHTUPE «Hy THE PRY=HIREScS+ THE PHILUEUPHERS STOWE «Ss -PLAS = TT 
AbAIHW SAM (5) PROSPECTUR ¢€5: FLUNDERED HEARTS (5. THE PAbH «HD 
FLHHETFALL ¢Hs PILGRIM © H> THE GUEST ©H) THE RISIHG OF SALAHDRA ¢o) 
RETURH OF THE JO! ICk ¢S9 RUPY RUWAROUMD OSs RETURN TO EWEH (2 THE 
SHHFL OF INOWAR O50 SURCERER (S-+ THE sNUb GUEEH 65) SERSTALRER ¢f) 
STHELROSS «Ho STATILIMPALL CH) THE SECRET OF LIFE ‘Hs SORLEREF OF 
CLAYMORGUE CHSTLE +H! SOULS OF DARROW Cho STOWEVILLE MANOF «5 > THE 
SERE*S TALE eso SRELLERERKEP «2% SHERLOCE he? TREASURE aa 
TERFRORMOLIMUS 53 THE TUMBS OF ARIUPS ¢Hs TOF SECRET «5. ULYSS5E5 AND 
THE GOLDEH FLEECE «5. VOYHGE TO ATLAHTIS (0 VERA CPUC tH! WI2RRDS 
CHALLEWGE ¢So WISHEFINDER ¢s: WIHTER WONDERLAND 5S) bIYCHWOOD 6S) WORT 
IH FRPRDISE CHs ZUR T Hs cork LT &H? eoimk TI] ¢S. @ODTAL CIMCEHTIVE 
SOFTWARE? «Hs COUTAL CTAHSOF TD. cH: 


LEEPER SVEDODCHEPHESEDEDEDEELEOELORPEBEERUERDHDOEEEELEDEEEDEEDRFO DODD OD SS 
o%> HINT #464 
RUE YH'SH) WHEL - Tackie Holt. 


You med a leat oor wou ll choke to death, 
Heed a lift’ - Throw the oheel an the kat. 
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FOR COMMODORE 84°12 AHI SPECTRUM 48/122 


THE ELACK KNIGHT. Battle your way threovah the valley whack has been 
devastated bu the evil Elack knight, on to his castle hidecu€. 
destros him and release the caPtives. This is a tun part. text only 
adventure which features a USEFUL help routine to assist you | through 
the more difficult Proble 

Comuiadare Cassette - £2,3 


4 é& Disk - £2.99. Spectrum Cassette - £2.99, 


THE CREE OF THE MIKED-UF  SHYMER. britten by Sandra Sharkey and 
converted by Mandy Rodrigues. This is 3 lighthearted romp through the 
Tele of Hersree where things have Gone vers wr Trsing to Put then 
right can sometim have hilarious results! Suitable for adults and 
is 2 wondertul adventure to gentlycoax children inte the art of 
adventuring. 

Commodore Cassette - £1.99 & Disk - €2.99. Spectrum Cassette - £1.99. 


BARNEY BROWN AMD THE CHICAGO CONNECTION. You take oon the role af 
Barnes Broun a5 he pecelves 4 frantic call for help fram his friend 
and comagent of MIS. This tuo part text adventure with graphics takes 
you from sour home, across the Atlantic to Chica in 3a frantic 
attemPt fo rescue your friend from the clutches of Searface ane the 
Fafia Mob. 

Lommodare Cassette - £2.59 # Disk - £3,499 


» Hoth available for Spectrum 


Crossed cheques-PO = should be made fayable to Atlas Adventure 
Software and sent to 24 Maes y Cum, Llandudina. Gurnedd, LOS IJEs 


